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If you understand this, you understand the Falcon. 





ATARI introduces Falcon 030, the first 
ever micro computer which instantly communi- 
cates with all your current and future audio- 
video equipment. Now, TV, Monitor, HiFi, CD, CDV, 
R-DAT, DCC, VHS, telephone, synthetizer, photo CD, 
camcorder, printer, modem, ... commu- 
nicate with each other, allowing you to 
get the most out of each piece of equip- 
ment. A true technological revolution, 
Falcon 030 is operated by a 68030 pro- 
cessor working in parallel with a DSP 


which is able to treat digital data at a very high speed. 


Falcon Audio, the universe of Direct to Disk: 


Falcon 030** offers, as standard, “Direct-to-Disk” 
recording, froma microphone ( voice or instrumen- 
tation), a Walkman or a HiFi, via a simple stereo 


plug and also through its MIDI interface. Compo 


Software's Musicom* allows you to treat these sig- 
nals at better than CD quality: equalizer, Digital 
Delay (echo), harmonizer, flanger or even karaoke. 
Falcon Video, manipulating images: 


Falcon 030 can be connected to almost any 


LCON 030 





video source. With OverScan's Overlay* and 
Genlock" you can add titles, animations, sound 
to your videos and generate presentations combin- 
ing a slide show with sound. Falcon Graphic, 
a choice of 65,536 colours per pixel: 
With Hisoft’s True Paint; you can produce 


stunning images, using freehand 
drawing, lines, shapes, patterns, perspective, 
colours, and even create animations which can 
be stored on video. Falcon Photo, a personal 
computer studio: Thanks to Studio Photo* from 
Euro-Soft, the Falcon 030 treats digital 
photos in all formats, including Kodak 
CD, allowing special effects and retouch- 
ing. Falcon Software: Falcon 030 
already benefits from a wide range 
of innovative software and now, using 
Falcon Speed from Sack Electronics vou can run 
MS-DOS programs on your Falcon 030. 
For more information write to: ATARI Corp. Ltd, 
Railway Terrace SLOUGH - BERKSHIRE-ENGLAND 
SL2 5BZ. Software by Compo, Euro-Soft, OverScan 
Sack Tel. : 0480 891819, by Hisoft Tel. : 0525 718181. 


Now, all that communicates communicates. 


- All brands and product names are trademarks registered by their respective owners. 


* Softwar programs sold separatl, ** Only on 4 Mb RAM/65 Mb hard disk version. 


CALLEGARI BERVILLE 


REVOLUTION NOT EVOLUTION 





ІНЕ ATARI FALCONO30 


Power 

© 68030 processor 32 bit architecture 

© Digital Signal Processor DSP 56K 

9 Socket for Floating Point Co-Processor 
e Graphics and DMA Co-Processor 

© Expandable up to 14 Megs of RAM 

© Versatile Internal expansion sockets 


Graphics 

@ 16 bit True Colour for quality animation 
© 256 colours from palette of 262.144 

© Resolutions up to 768 x 480 

| Connects to TV. VGA or RGB monitors 
© Selectable overscan and genlocking 

@ Hardware Scrolling 


Data Storage 

e 1.44 MByte floppy disk 

© Optional internal IDE hard drive 

© External SCSI CD-ROM and hard disks 


Which allows you to enjoy: 


9 Personal Interactive Media 

© Voice and Data Communication 

e CD Quality Audio 

© Animation and Photographic Quality Graphics 


Audio 

@ Stereo 16 bit input and output 

@ 8 track 16 bit DMA up to 50kHz sampling 
@ Flexible audio multiplexer to interconnect 
@ DMA, DSP, ADC and DAC 

© External DSP connector 

Ө Internal Speaker 


Connectivity 

© SCSI Il with DMA 

© Serial, Parallel and LAN ports 

© MIDI In and Out and Cartridge Port 
@ Stereo Microphone and Headphone 
@ 2 Enhanced Controller ports 

@ 2 Standard Controller ports 


software 

© Operating system in ROM ready to run 
© Pre-emptive Multitasking Software 

© NewDesk™ desktop 


© Movie Quality Desktop Video 

© Extensive Connectivity 

Ф User-friendliness 

© Better than Arcade Quality Games 


And with over 150 dedicated software titles in development... 


y ATARI 


Please send me more details about the Atari Falcon030 and other products 


Name 


Address 


Postcode 


Atari Corp UK Ltd, Atari House, Railway Terrace, Slough, Berks SL2 5BZ 








REVOLUTION 


NOT EVOLUTION 





THE ATARI 





Power 

| 68050 processor 32 bit 
architecture 

© Digital Signal Processor 
DSP 56K 

© Socket for Floating Point 
Co-Processor 

e Graphics and DMA Co- 
Processor 

© Expandable up to 14 Megs 
of RAM 

e Versatile Internal 
expansion sockets 


Graphics 

© 16 bit True Colour for 
quality animation 

| 256 colours from palette 
of 262,144 

© Resolutions up to 768 x 
480 

© Connects to TV, VGA or 
RGB monitors 

© Selectable overscan and 
genlocking 

e Hardware Scrolling 


Data Storage 

© 1.44 MByte floppy disk 

© Optional internal IDE hard 
drive 


Ф External SCSI CD-ROM апа 


hard disks 


Audio 

‚ Stereo 16 bit input and 
output 

© 8 track 16 bit DMA up to 
SOkHz sampling 

© Flexible audio multiplexer 
to interconnect 


© DMA, DSP, ADC and DAC 
© External DSP connector 
© Internal Speaker 





Software 

© Operating system in ROM 
ready to run 

© Pre-emptive Multitasking 
Software 

© NewDesk"™ desktop 


FALCONO30 


Connectivity. 

© SCSI II with DMA 

© Serial, Parallel and LAN 
ports 

e MIDI In and Out and 
Cartridge Port 

© Stereo Microphone and 
Headphone 

© 2 Enhanced Controller 
ports 

| 2 Standard Controller 
ports 


Which allows you 
to enjoy: 


© Personal Interactive Media 





| Voice and Data 
Communication 
| CD Quality Audio 


© Animation and Photographic 
Quality Graphics 

© Movie Quality Desktop 
Video 

Ө Extensive Connectivity 

© User-friendliness 


© Better than Arcade Quality 
Games 


And with over 150 dedicated software titles in development... 


Please send me more details about the Atari Falcon050 and other products 


| Name 


Address : 


Postcode 


JKATARI 


Î Atari Corp UK Ltd, Atari House, Railway Terrace, Slough, Berks 51,2 552 





ul, versatile, 


MONITOR OPTIONAL EXTRA | / application software. 


тна new мая Falcon 030 is heil It is 
poweri 


neve computer, offering unmatched 
performance for its price. Included іп ® True colour display: 768 x 480 
Ис advanced s fonon me Lert e §5.000+ colours on screen at once 
co-processors for sound and g 
true colour displays from a ا‎ oj 
over a quarter of a million сакага un 
I 16-bit stereo sound input for speech 
recognition and sound sampling. e SESI Il, ОМА, MIDI ІМ & MIDI 
These all оопа уз provide а ipe 
computer capable of running unrivall | 
sound, graphics and poris 
applications. The Falcon is an ideal 
ja ade for Atari ST owners who are 
looking for a more powerful model, as 
it is compatible with the majority of ST 





co-processors 


multipurpose 


multimedia 1.44мь Floppy Disk 


The Falcon Has Landed! 


® ібын: 32-bit 68030 Processor 
€ 3244; Motorola DSP and BLITTER 


e DSP capabilities for voice 
recognition, speech synthesis and 
numerous audio special effects 


ә Record 8 channel, 16-Bit stereo 
sound and play back 4 channel, 
16-bit stereo simultaneously 


OUT, Stereo audio & microphone 
1, 4 ог 1448 RAM Configurations 


Optional ббмь Hard Disk 
Built-in ADC & DAC convertors 


























ATARI FALCON 030 

(Garr 32- Bil 88030 CPU, 1м НАМ, 
JH, 1,44мь FOO 

HARDWARE: 


SOFTWARE: 

CALAPPT - Ранее kiumia 

version calendar alicwieg ткр] ping 
PROCALC - Calculator 


SYSTEM-AUDIO-MANAGER - An Ata Folder! 


| Feb 1993 
| 









күнеп 
TALKING CLOCK - Announces ime af preset аитуға 
LANDUSNES А BREAKOUT - Two fully featured games 











ALL PRICES INCLUDE VAT - FREE OVERNIGHT COURIER DELIVERY IR 


NEW! АТАК! FALCON 


The new ГАБА Falcon 030 is expected into stock soon. It 

is a powerful, versatile, UU дар: home computer, 
offering unmatched performance for its price. Included in 
| Ив advanced specification are multiple co-processors for 
| sound and graphics, true colour displays from a pallet of 
| over a quarter of a muon colours and 16-bit stereo 
| sound при for speech recognition and sound sampling. 
| These all combine to provide a new compuler capable of 
| running unrivalled sound, graphics and multimedia 
| applications. The Falcon is an ideal upgrade for Atari ST 
| owners who are looking for a more powerful model, as it 
| is compatible with the m Де led of ST application software. 
| Call for details of avail 


 Q1MBbRAM-üMbHD | 4MbRAM-OMbHD | амь RAM -65Mb HD 


ТЕ ӘЙ Atari Falcon 030 is now in Stock. It wu del 
versatile, multipurpose home computer, offering 
unmatched performance for й5 price. Included in its 
| advanced specilication are multiple co-processors for 
| sound and graphics, true colour displays from a pallet of 


| Hu a Tara of а million colours ап ios bit T 
| sound in or Еи recognition and sound sampling. 

These yes bine to provida a new computer capable of 
running unrivaled sound, graphics and multimedia 
applications. The Falcon is an ideal upgrade for Atari ST 
owners who are looking for a more powerful model, as it 
is compatible with the majority of ST application software. 
Сай tor details af availability. 


в 1бин: 32-bit 68030 Processor 

е 32 Motorola DSP and 
BLITTER co-processors: 

© recognition, spesen Зу 

8 5 : 

and numerous audio special 
effects 

a True colour display: 768 x 480 

a 65,000+ colours on screen al once 

е Record В channel, 16-Bil stereo 
sound and pla back 4 channel, 
16-bit stereo simultaneously 

e SCSI Il, DMA, MIDI IM & MIDI 
OUT, Stereo audio & microphone 
ports 

а 1.44» Floppy Disk 

е 1,4 0r 14s RAM Configurations 

ә Optional 65« Hard Disk 

è Built-in ADC & DAC convertors 


ATARI FALCON 030 
1бынг 32-Bil 68020 CPU, Tis ААМ, 
ЗГ, 1.44 FDD 


HARDWARE: 

SOFTWARE: 

CALAPPT - кнн ОНЫН Анын 
Enhanced version calendar allowing imporvesport й 


TALKING CLOCK - Аматы dene Ы preset ғыууан 
AUDIO FUN MACHINE - А потат audio 
program ating DEP 

LAHDHINES А BREAXQUT - Tus hilly Мылы] games 


e ібн: 32-bit 68030 Processor 

ә Zou, Motorola БӘР and 
BLITTER co-processors 

+ DSF оаа кора 
recognition synthesis 
and numerous audio special 
effects 

e True colour display: 768 x 480 

- 65000« colours on screen at once 

e Record B channel, 16-Bit stereo 
sound and play back 4 channal, 
16-bit stereo simultaneously 

e SCSI Il, ОМА. MIDI IN & MIDI 
САП, Stereo audio & microphone 
ports 

= 1.4446 Floppy Disk 

а 1,4 бг 14« НАМ Configurations 

ә Optional GSi Hard Disk 

e Built-in ADC & DAC convertors 


ATARI FALCON 030 

16 22-Б4 68030 CPU, Tus RAM, 
3%, 7.44мь FDO 

HARDWARE: 


SOFTWARE: 
CALAPFT - Persone! і-кетшсоп Manage 
ықы ы ыы à 


Desk cezr cemenanon tuf aic fà ctae t 
кейе doors Sore a тестіге and icon various 
түртті Кр 

TALKING CLOCH -Anari De Ы beet tae 
ALTRO FUN MACHINE . X rehê êy auto 
LANDAINES A BREAKOUT- Tuc tly fated games 





Mar 1993 


Silica Systems 
UK Falcon 
Adverts 
1993-1995 


Осї 1993 


THE N NEW 
ATARI 
GENERATION 






for even the toughest of tasks, 
Бузет Architectuer: 
* CAE Шо ӘӨК кюл и Нн 









The Atari Falcon 000 is г new and exciting breakthrough in the 
performance wih a wide variety ûl polential applicabons. fi 
offers 32-bit processing power, making ii a powerful workhorse 


"a зт} бш 


Моу 1994 —: 


Dec 1993 






THE NEW ATARI 
GENERATION 


£100 OFF 


PREVIOUS ВАР 


| Шен. PROCESSOR 


The Alan Falcon 090 is a new and exciting breakthmugh in he 
бей of personal multimedia. Н bingi logier unparalieled 
performance wih a wide variety of potential applications. It 
ойағ М processing power, making t a pawertul workhorsa 


Vr even һе олени of Tasks. 


АТАР КАРАТ oor pag at тй 


ATARI FALCON 






в ek Ойт ілін 


| € Eight 16-54 digital audio ОМА rec 


System Architecture: 

© CPU: Motorola 68030 operating at 16м: 
© BUS: 32-b cata: 32-bit address 
© FPU: Optional Motorola 68881/2 - 
© RAM: 1. 4, 14м configurations 

* ROM: 512K 

Digital Signa! Processor: 

© Motorola 56001 DSP running at 32v« 
© 16MIPS performance at 32м: 

€ 32K 16-bit Static RAM 


Interfaces, Ports & Expansion Slots: 

€ internal direct processor siot 

© SCSI-2 Port with Direct Memory Access 
© High-speed LocalTalk/Apple Talk 
compatinie LAN pon 

© Connector for VGA, composite video, RF 
(cable supplied), or broadcast analogue 
RGB (monitor output 
requires adaptor) - 
see below" 

Ф Bi-directiona 
рата! 
printer 

port 


Tou: 


ғ 
x 


© Cartridge port (128K 
MIDI - IN / MIDI - OUT 

© Stereo mic. input/Stereo audio out - 35mm 

© Two 9-pin joystick connectors 

€ Two 15-pin enhanced digtal/analog 

connectors 

Data Storage: 

€ 1.441. Floppy Disk Drive 

€ Internal IDE Hard Orive Option 
(127 or 209vs HD versions available) 

© MS-DOS format compatibility 

Graphics: 

© VGA: 640 x 480 256 colour 

© True colour 16-bit mode display up to 
65,536 colours from a 262,144 palette 

© Accepts ext. video sync signal for 
geniocking - up to 65 536 possi ole 
colours from a palette of 262.14 

€ Hardware-assisted horizontal fine scrolling 

€ BLITTER graphics processor 

Sound: 

ecorc "n and 
playback channels (up to 50«« sampling) 

€ Stereo 16-04 DMA input & output 

€ SDMA sound/DMA co-processor 

System Software: 

© Multiple window user interface with icons 
and dropdown menus 

© icon-based graphics user interface with 
self-explanatory command functions 

€ Multi-tasking operating system with 


FROM 
ONLY 


INCREDIBLE POWER 

At the centre of the Falcon 030 lie 
two powerful hearts: the super fast 
68030 processor which runs 4 
million instructions per second and 
the Motorola DSP 5601 processor 
Working together, they give 
processing speeds up to 10 times 
quicker than any other multimedia 
system at a comparable price. The 
Falcon 030 also boasts an 
impressive array of interfaces for 
linking peripherals. 


THE IMPACT OF COLOUR 

The Falcon 030 produces images 
indistinguishable from a real picture 
displayed on your TV. Every pixel 
on screen can be shown in a 
different colour and 65,536 colours 
can be displayed at once, from à 
palette of 262,144, producing a true 
colour display of the highest quality. 


SUPERB VIDEO 

The Falcon can be used to 
create special effects, overlay 
pictures, lighten any that are too 
dark, even get rid of the unfocussed 
bits. Video editing and special 
effect, techniques are both easy 


9 £399! 








be plugged а microphone, а 
Walkman, or a hi-fi system. To 
reproduce the sound, a convertor 
mixes the eight 16-bit channels, 
then outputs crystal clear stereo 
sound at a sampling frequency of 
up to 50khz, better than CD quality 
The Digital Signal Processor with 
direct-to-disk capability, means that 
the Falcon can store sound 
samples, including the human 
voice, on hard disk and play them 
back in real time 

° 

2 PROCESSORS 

Motorola 68030, 16мы:, 32-bit Processor 
+ Unique 32мм: DSP (о gta! Signa 

p 


CD QUALITY STEREO SOUND 

8 x 16-bit Digital Audio OMA Channels 

Stereo 16-bit DMA Audio Input/Output 
3 


BRILLIANT GRAPHICS LIKE 


REAL PICTURES ON TV 
VGA Graphics & 16-bit Colour 
640 x 480 in 256 Colours 


Processor 


5 А A "TA nd affordable 
SRB: orem Met ades "ira tios Ж ыт do dS inter-process communication (MultiT0S) | ® А 
"FPE л сез BR - Мше ШЕЕ ert + И: nsn т: “ыры bb TOR Dai ae е (ін һө CD QUALITY AUDIO 
| Lo Z2 AE EE атан NewDesk desktop and extensibie-contro The Falcon 030 comes complete FULL RANGE OF INTERFACES 
a RM. 14 Шах оо Ses eri art Бр ur е mi. е - uoa E T- tae non is pene shows custom йо сй» with a stereo input into which сап SCSI-2. LAN & MIDI interfaces 
КАЕ ' à Y: а lb oer E [гг ей ү Ë үт; 
d Sur urn adesse ii + mM үне екіні. uis D ert he RAM Омь HD мь RAM Омь НО b RAM 127m» HD 4 RAM 209u» HD E » RAM От 
meng 0 © уйыны ЗУ? 
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ee НАМ Ко Нр 


NC VAT БЕГ 7000 
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ds НАМ + HARD DRIVE 


64us HD 


INC YAT STC 7026 


|197. HD 


| HC TAT- STC 7107 


209, HD 


RO PAT 2 STL TEM 


£899 
£999 
£1099 
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£799 
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Digital Signal Processor: 

е Motorola 56001 DSP running at 32мнг 
е 16MIPS performance at 32мн: 

@ 32K 16-bit Static RAM 


Interfaces, Ports & Expansion Slots: 
е Internal direct processor slot 
е SCSI-2 Port with Direct Memory Access 
е High-speed LocalTalk/AppleTalk 
compatible LAN port 
æ Connector for VGA, composite video, RF 
Suy supplied), or broadcast analoque 
GB (monitor output 
requires adaptor) - 
See below" 
© Bi-directional 
parallel 
printer 
port 


Т е роп! (128К), 
MIDI - IN / MIDI - OUT 


© Stereo mic. input/Stereo audio out - 35mm 


© Two 9-pin joystick connectors 
© Two 15-pin enhanced digital/analog 


connectors 68030 processor which runs 4 Wali ^ MEL To 
Data Storage: million instructions per second and reproduce the sound, a convertor 
e 1.44м Floppy Disk Drive the Motorola DSP 5601 processor. mixes the eight 16-bit channels, 
@ internal IDE Hard Drive Option Working together, ‚ they give then outputs crystal clear stereo 
(127 ог 209ws HD versions available) processing speeds up to 10 times ^ sound at а sampling frequency of 
© MS-DOS format compatibility quicker than any other multimedia up to 50khz, better than CD quality. 
system at a comparable price. The The Digital Signal Processor with 
Graphics: racon 030 also boasts an g 4 
е VGA: 640 x 480 256 colour direct-to-disk capability, means that 
oy mpressive array of interfaces for the Falcon can store sound 
е True colour 16-bit mode: display m lo ү о peripherals. 
65,536 colours from a 262,144 palette samples, including the human 
© Accepts ext. video ne signal o '" IMPACT OF COLOUR voice, on hard disk and play them 
genlocking - up fo 65.536 Pe TE Falcon 030 produces images back in real time. 
colours from a palette of 2 xr indistinguishable iom a real picture e 


© Hardware-assisted horizontal fine scrolling 
© BLITTER graphics processor 
Sound: 


@ Eight 16-bit digital audio DMA record and 
playback channels (up to 50кн: sampling) 
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INCREDIBLE POWER 
At the centre of the Falcon 030 lie 
two powerful hearts: the super fast 


displayed on E TV. Every pre 
on screen can be shown 

different colour and 65,536 colours 
can be displayed at once, from a 
palette of 262,144, producing a true 





EXTRA 





2 PROCESSORS 


` MONITOR 
OPTIONAL 


Motorola 68030, 16мнг, 32-bit Processor 
+ Unique 32мн: DSP (Digital Signal Processor) 








colour display of the highest quality. CD QUALITY STEREO SOUND 


SUPER. 8 x 16-bit Digital Audio DMA Channels 
The me 1 be used to Stereo 16-bit DMA Audio Input/Output 
create effects, overlay ә 


ial 
рамз леп агу it are To BRILLIANT GRAPHICS LIKE 


@ Stereo 16-bit DMA input & output 
@ SDMA sound/DMA co-processor 
System Software: 


ә Multiple window user interface with icons 
and dropdown menus 


can 


e Icon-based graphics user interface with b na end! special REAL PICTURES ON TV 
^ EAT. n n effect, techniques are both easy VGA Graphics & 16-bit Colour, 
inter-process commun ‚Керүү (MultiTOS) and affordable. a ES T 


е On-line help І 
© NewDesk desktop and extensible-control 
panel allows customisation 


Tub RAM Ou HD 4u RAM Ouo HD 


CD QUALITY AUDIO © 
The Falcon 030 comes complete FULL RANGE OF INTERFACES 
with a stereo input into which can SCSI-2, LAN & MIDI Interfaces 

4i RAM 127w HD 4 RAM 200u» HD 14u RAM Ou HD 14m» RAM 200w HD 


RRP 
NEW! 





INC VAT - STC 7000 INC VAT - STC 7209 J INC VAT - STC 7214 Д INC VAT - STC 7216 





Apr 1995 


INC VAT - STC 7040 


INC VAT - STC 7127 


Atari STE 
` | Mb memory and 
color monitor required 


- Falcon compatible 


"А modern-day masterpiece" |; 


"Obsession is pure 
class and totally timeless." 


"The best ever Atari game" 


The Falcon version will feature’ ТҰТ e 
graphics, 50. KHz 16. bit sound айй -Multiball! rder 
: Obsession no пй гай ‘buy Obsession Falcon pet 

et spring 1995): with a SOW discount! 





| Highly colourful, addictive gameplay 
DSP Music by recognised musicians 
Full game. £29.95 including P&P 


MOONSPEEDER 
High speed, competitive gameplay 
Top DSP Graphics 
Full game. £29.95 including P&P 





4 Send this voucher to: 1 
Merlin, PO Box 77, Stroud, Glos, GL6 9YD | 
| would like to buy Killing Impact £29.95 €— — 
| | would like to buy Moonspeeder £29.95 ......... аа i 
| Манн кен ерші атакты de ei 
| ud ус оре a лысты қантта . 
| Post Code. sss C/Card NO! анон а ae 
| хелу Date:. UN I 





|| 





Ping 2000 


The game that started it all is ..... 
ее” РИ 


Cae oe 
г. а. PL. 
Mer ze 








1290 


МО ц АвІЕ 
том“ 
M E RLIN 












_Actual Falcon Screenshot 
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Te W poem play, 
new sounds. А 
апа the original Pons same 
only on your Faloon 
for 
£19.90 


Order Form. | Order From: a 
| I-would like a copy of Ping 2000 for my Falcon030. | MERLIN, PO Box //, 
I enclose „лег ue/Postal OrderfCredr Card details for £19.99 Stroud, GDS, GLO OY D. 
made aut tà Aerin. Flease also send Ine (let ails ot TU Duy i other Telephone: (01457 ae af ] 9155. 


ЗЕГУІСЕБ 


Credit Cards accepted. 
Address ЭМ Contact us for more details of 
our other services including 
Оа р, ИИНЕНИН Public Domain and Sharew are 


Expiry Dete :............ Signature : ...... 


Name : ... 


Morc Атар eei e pM MAR ee ee ee a Post © БИШ, 222... 
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£26.50 inc p&p and VAT 


173 High Street, Strood, Kent ME2 4TW 
Tel: 01634 710 788 Fax: 01634 295 895 
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22 ДА Steel Talons and Evolution Dino Dudes 
| due for release J anuary 95 


16/32 Systems, 173 High Street, 
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Strood, Kent ME2 4TW — 
Tel: 01634 710788 м, 
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The year is 2044. On the far reaches of the galaxy an alien 
battle force assembles, purpose, the destruction of the 
human race. The nation Earth form DEFCON- (Defence 
Control) in the hope to counteract the invading force. Taking the 
role of a newly recruited Space Hound, to be stationed 
in the front line piloting a Perseus deep space fighter. The 
whole of the human race depends on you! ZERO-Ss advanced 
polygon graphics engine is based upon the STEs and Falcon 
0305 BLITTER graphics co-processor. It is capable of generating 
detailed objects ІП real time so the experience of alien 
squadrons rushing towards you is now a reality. Yet not all of 
ZERO-S@ battles will be lost or won in space, some missions 
take place down on the surface of planets where. | 
landscaping routines create whole new worlds. All 
ZERO-Ss ability to detect and use extra 
uch as the Ғаісоп0305 32-Bit 68030 chip, allowing it 
and more detailed playing environment. The 
Ataris DMA co-processor sound system is used to supply 16- 
Bit, 25khz, digitally sourced four channel music and heart 
stopping sound effects, and if your machine has more than 1Мһ 


your ships status will be relaid to you using digitised speech. 

Please rush me a copy of ZERO-5 for my 
Atari 1Mb STE or 4Mb Falcon030 

| wish to pay by 

E Cheque/Postal Order made payable to: Caspian Software Limited 


4 Access/Visa Card No: 


bau te... E ao 


Price: 7ЕҢП-5 is only £24.99 including UK post and packing. 
EEC please add £1.00. Overseas add £2.00 


PLEASE PRINT IN BLOCK CAPITALS) 


| have enclosed a cheque/postal order / please debit my credit card for £__-__ 


Май to: Caspian Software Limited, Block 1А, Lee Valley Technopark, 
Ashley Road, London N17 SLN 





Please allow 14 days for delivery 


ATTENTION 


Fancy playing some games? 
Then read this ad, because at last two 
outstanding games are available for the 
outstanding new Falcon - the first games 
ever for you to buy. Featuring 256 
colours, hard disk installable, 8-track 
sound and increased game speed. 


ISHAR: 


roa | A THE ген ы 


Unquestionably one of the 
finest role playing games 
avaliable for any system. 





"The colours have been 
considerably 

enhanced... ihe graphics 
аге a lot more detailed... Ву 
far the biggest 
improvement has been in 
the gameplay". 

ST Format (review of Falcon 
version) 


TRA NSA RCTICA 


A fantastic railroad 
adventure strategy game 
set in the frozen landscapes 
of a world ravaged by 
environmental catastrophe. 








“Get your ticket far 
Transarctica now". 
ST Action - 090% 





4 ў n» ЛЕТ Ы "yr 2i d 
Гир Oransarctica @ 3 
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These games can't be bought іп any shop! They аге 
only available by applying directly to Daze Marketing, 
so to get hold of your copies fast, and to get £3 off 
the recommended retail price of each game, just 
complete and return this coupon, with a cheque or 
postal order. 
“Price includes P&P. Overseas add £1 P&P per game. 
Cheques/PO's payable to Daze Marketing. All orders 
dispatched within 14 days latest. 

| \\ DAZE MARKETING 2 CANFIELD PLACE LONDON NW6 ЗВТ 

/ Tel: 071 328 2762 Fax: 071 328 2738 























YES, I WOULD LIKE TO TAKE ADVANTAGE OF THIS SPECIAL OFFER: | 
| 


ANE eset НИИРКИЕИЧ РУНО 

ENE), 55 ааа POST TO: | 

| DAZE MARKETING 
erereeseerireces ceanersaeeasaenanenassasseereriee 2 RANEIEL 
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ISHAR: £239. 99 | 


| TRANSARCTICA £29. 99 L __| TOTAL: Ё......... | 
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* Several hundred characters. fF М 
| * Three times larger than ISHAR. ғ; 
* Genuine medieval city (port, bank, inns, hee ^ 
shops, temples, prisons, nightclubs). ABA. 
° Trea-Cities. ! 
* Mountain paths, with real graded | 
relief effect. QT E] 
* Complex character psychology (lieing, с 
stealing, murder}. U % 
* Day and night cycle. 
* Use pet animals as allies | 
|. * Anytime, no penalty save. 

* Reuse your saved team from ISHAR 1 | 

* Late nights (early mornings ! 7) 
EET 
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«PC & COMPATIBLES : VGA 256 COLOURS, 

SOUNDBLASTER, ADLIB. 

e ATARI ST & STE. 

+ AMIGA (1 MEG). 

«SOON AVAILABLE FOR AMIGA 1200, 

ATARI FALCON & MACINTOSH COLOUR. 
РЕ 












Contact : Daze Marketing 071 328 2762 
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= e ara So many battles... 


But then neace that was 50 hard fought for, is short lived... 

“The shadow of Chaoss cast anew’on the walls of the citadells... 6 
Ajourney throught the gates of time itself,’ in pursuit of the dragon of Sith, | 
the last survivor of the Great Black Une 








mythical adventures, imaginary creatures - possibilities of creating and Б ЕГ {з 
reusing the characters from past adventures. ІН Nh 





IMS. 


Available for РГ дікі compatibles 
AMIGA/AMICA LXI 
ATARI ТАТЕ А ССИ 
MACINTOSH - Ср 32 


=> e semm e 


SILMARILS UK, 2 CANFIELD PLACE, LONDON NW6 ЗВТ TEL: 071 328 2762 FAX : 071 328 2738 






2 
7. 









Жназоа 5 Requiem is a ў 






rvival/adventure simulation set in à Ё 
mliagly realistic virtual cavironmentthe 7 1 l \ 
ke of which has never been scen before È қ 7 | ү 

tn қ 
he Scenario “ғ ИШТ... 
prisoncd on an alien planct your aim is to escape. If you have to TW x ft ? n A 
mputate One of your Own limbs to stay alive, then that’s what you must do. 6 .- O 4 


сше more than 100 variables managed in real time : your body temperature s ت‎ АМ 
aigue, pain, disease. gangrege. hallucinations. 
be Prison 


| Spectacular world in mapped 3D. computed in real time, Over 3 square miles of play area includes : canyons, hills, 
aerfalls, and caves 


be Challenge 
lent and gather food, find water, make your own clothing and weapons, deal with health hazards and fight off predators, test 
our survival skills to the very limit, and get the hell off that planet ! 
|U m 

м ч „аата а 
Available for PC and compatibles 

AMIGA / AMIGA 1200 

ATARI ST / STE / Falcon 








Coming this September 
Jaguar, 3DO, and CD32 versions ! 


+‘ 
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SILMARILS UK, 2 CANFIELD PLACE, LONDON NW6 ЗВТ TEL : 071 328 2762 РАХ : 071 328 2738 
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NEWS - SOLUTIONS 
SAV- JEUX PRIMES, 
¢ COMMANDES 







- Gestion et évolution de son pro- 
pre train. 

- Transposition réaliste d'une ma- 
chine à vapeur. 

- Wargame : combats entre les trains, 
sabotage, espionnage, missiles 
longue portée, draisines-bombes... 
- Aventures fantastiques et scéna- 
rio d'anticipation. 

- Commerce entre les villes et ges- 
tion des ressources. 

- 256 couleurs PC VGA 

32 couleurs ATARL/AMIGA. 


Zl 
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- PC & COMPATIBLES : VGA 256 COULEURS, 
SOUND BLASTER, ADLIB 

- ATARI ST & STE 

- ATARI FALCON 

- AMIGA | 

= MACINTOSH MONOCHROME 

- AMIGA 1200 
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SILMARILS - 22, rue de la Maison-Rouge - 77185 LOGNES Tél. : (1) 64.80.04.40 
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our Hans, and all hope of enterng the 
purame! 15 


Sc REEWN PLAY GAME REVIEWS | 


Confusi fa 


Wing Commander? Doom? Myst? A 
magical, colourful, mystery game? 
Nope, it’s another puzzler with half 
a ton of Falcon ‘enhancements’. 


hat is it with 

Falcon program- 

mers lately? 

Last month we 
reviewed Platonix, a Falcon- 
only puzzle game with lovely 
graphics and music, but very 
limited gameplay. This month 
we have another contender in 
the "let's revamp an old game 
for the Falcon' stakes... 

Confusion is the latest 

release from the wonderfully 
named Willi B Werk Gameline. 
You need about 4MByte of free 
hard disk space and a basic 
grasp of German to install the 
game. German? Yes, thanks to 
an error in the manual you 
need to unravel the German 
README file to work out 
what to do. You see, the 
manual tells you to insert disk 
one and run INSTALL.PRG. 
This would be fine, except 
INSTALL.PRG doesn't exist. 
Essentially, you need to create 
a folder on your hard drive 
called CONFUSON.WBW and 
copy the contents of all three 
disks into it. 


Tonight's television 
Confusion runs on television 
sets and RGB and УСА moni- 
tors. Unfortunately, like 
Platonix last month, it doesn't 
offer true VGA compatibility. 
Instead, it switches a VGA 


monitor to a lower screen 










THE STORY 


Tar tran name 
ean ӘР archer 


maelern manm Baut 


4 acing, қуан sudcem 


uod, with a 

sologists, are searcrang for 
entrance to one of the last y. weri 
-pro 


frequency that some older 
VGA models can't cope with. 
Ours didn't, certainly. 

Confusion is based on a 
very simple idea. Remember 
the old Soko-Ban game, where 
your little character navigates 
a 2D maze, pushing blocks 
about to complete a level? Yep, 
that's basically it. 


Plot development 
However, it's all wrapped up 
in the most convoluted 
attempt at a plot we've ever 
seen. You're an archaeologist, 
back in 1917, attempting to 
penetrate the pyramids of 
Egypt, and you've discovered 
that pushing 
certain stones 
and crystals 
opens up new 
paths. Having 
been woken by 
a mysterious 
voice you end 
up being hyp- 
notised and led into the pyra- 
mid. As the entrance closes, 
you hear only a hollow 
laugh... And all this for a 
game where you shove little 
square blocks about? Sheesh! 
And so, the game. The 
opening levels are very basic. 
Your small character stands in 
a stone-block maze, which is 
viewed from above. To com- 
plete the level, you need to 
push blue crystals (which 
are curiously the same 
big square shape as 
| everything else, including 





Hmm. Blue blocks, red blocks. 
Where have | seen this before? 


АП this for a game 
where you shove 
little square blocks 
about? Sheesh! 
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It's nice to see that the artist pushed the Falcon's capabilities in some way. 
That logo must have taken absolutely ages to do. 
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Confusion is all about moving blue 
blocks around so they become red. 


yourself) on to small activation 
stones. This turns them red. 

You need to devise a strat- 
egy before you start, though, 
because the 
crystals often 
need to be trig- 
gered in a set 
order - tripping 
one too early 
will block a 
vital path, and 
you'll be stuck. 
There's a time-limit to cope 
with, and on later levels you'll 
come up against other obsta- 
cles, such аз colour-coded 
stone doors which can only be 
opened with scarabs. 





Pyramid of tedium 
Like Platonix, Confusion's front- 
end promises a lot with its 
superbly drawn 256-colour 
graphics and lively stereo 
sound, but ultimately it fails 
to deliver the goods. To be 
honest, the menu probably 
pushes the Falcon harder than 
the game itself – there's even a 
jukebox mode where you can 
listen to any of the tunes. 
While the Soko-Ban con- 
cept can be infuriatingly 
addictive, the swish graphics 
and music do little to disguise 
the fact that Confusion is an 
8-bit game at heart. Strip away 
the funky tunes and colourful 





Later levels introduce some extra 
elements to try and spruce it up. 


even make an ST sweat, let 
alone a powerful puppy like 
the Falcon. 

Some of the level designs 
are devious, and there's 
certainly more of a puzzle 
element here than in Platonix, 
but it's still a game more suit- 
ed to the shareware market. If 
you're after something fresh 
and original, or even some- 
thing that takes advantage of 
your Falcon's hardware, you'll 


be sadly disappointed. stf 
FRANK CHARLTON 


Product: Confusion 

Price: £24 

Contact: 16/32 Systems 

Tel: 01634 710788 

Min System: Falcon, 4MByte RAM, 
AMByte of free hard drive space. 


Lovely static screens 
Stomping music 


E Very basic gameplay 


In short... 


special on the drameplay- 
front. its р 
Soko-Ban | 






Lovely graphics, but. notin 


Why is it that simple puzzle games like this 
one require elaborate plots to make them 
seem far deeper than they actually are? 





ST FORMAT MARCH ISSUE 80 | 
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intro screens and you're left 
with a game which wouldn't 





onquest of 
Elysium 


A bright red Ferrari, a swimming 
pool full of champagne - you did 
say fantasy role-playing, right? Oh. 


1 


АҺ Chien in the wintertime snowdader beri, picturesque mourtann, ad а 


ast your mind back 
te the early days of 
the ST and you will 
certainly remember 
Пынұғон Master. Mirronrsadt s 
classic redefined robe- playing 
games and proved beyond all 
doubt that ther man in the 
street could enjoy wading 
through dingy corridors, up to 
hia waist in sewage, combating 
the forces of evil 
Nevertheless, the role 
plaving genre has taken some 
knocks since then апай naw 
arrivals tend to be greeted 
with a mixture of апбктратыя 
and dread – could this be 


anc her Lungoni Maiar, Г 
are we in for a dry strategy 
outing with a zillion options? 
Сотацезі of Elysium straddles 
heard extremes, іп Шығ otters а 
Fall range of characters 
adgrstable Lancs apes Arua 
mult-plaver games, and vet 
vou don't need a degree in 
Stntlego to begin playing 
lts basically a war and role- 
playing hybrid, involving you 
in a battle for à continent 
inhabited by maharajahs, 
barbarians ara! wizards 
Although the initial pre 
мелена vol аге in 


for a тшт» 2 ре expenenee 


battle takes place on a rigidly 
two-dimensional plain when 
your presence is indicated bs 
речі T. 21 23 ІМ: Қ raphics лге 
small. but detailed, changing 
nance Аъ Ih dnm 
come and go. As the landscapx 
opens up vou find yourself 
guarding your citadel and 
roving across the plains, 
deheating your opponents 
Battles are fought on a hit- 
point hasis, ы i ell-pi "Iur uw 
attacks are usually successtul 

[he initial disappointment 
of amall гї рак» and umim- 


ерігіп battle sequences 


berharian wailing to knock pour Block off 


lewis as vou get swallow eil 
ир by its depth. The faint 
hearted will probably want to 
uit cut Camne of шелын. Н 
wily to avoid is rather dark 
and heavy mature. bul anyone 
with à penchant for айғайға 
will be 1 qil pleased . 1 1 


NIAL GRIMES 


Conquest od Elysium 
411 
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| SCREENPLAY GAME REVIEWS 





Fire up your Falcon, turn yourself Yry new Dob Mero for longer lasting ube and Ws kind to your арага too. 
into a small green dragon and have 
some bubble-blowing fun 


with Dub and Dob. 


an original concept, but The 
Reservoir Gods has taken a 
very successful idea and 
updated it without trying to 
add unnecessary ‘extras’. The 


the bad guy and you can finish 
him off by jumping on the 
bubble to burst it. It may not 
have the plot complexity of 
Civilisation, or even Llamazap, 
but it certainly makes up for programmers are obviously 
that in terms of gameplay. hugely talented, and deserve 
Double Bobble — — to go far. 
2000 is 100 per The 40- 
cent faithful to level demo ver- 
the original, sion (also 
and it really is А ar available from 
one of those and this version 15 the Falcon 
justone more ПО different Owners’ 
go’ games — = Group) is just 
something that £1, and for £10 
seems to be sadly lacking in you get extra levels and a level 
this new age of full-motion designer — superb value for 
video gimmickry. money. If you're into platform 
Control options are excel- games with humungous 
lent: you can use the keyboard, ^ amounts of playability, put 
joystick or a Jaguar joypad, or Double Bobble 2000 at the top of 
any combination of these for your shopping list. stf 
the two-player mode. Yes, FRANK CHARLTON 
Double Bobble 2000 offers the 
original's two-player action as Prod 





he retro trend that 
 spawned Killing 

Impact is also 

responsible for 
Double Bobble 2000, which 
drags the original Taito coin- 
op Bubble Bobble kicking and 
screaming into the late 1990s. 


Brought nun 
to you by The VINA 
Reservoir Gods, 

Double Bobble 2000 takes full 
advantage of the advanced 
hardware in the Falcon030. 
While the graphics and sound 
have been spiced up immense- 
ly, the programmers 
have thankfully left 
the original game- 
play completely 
intact. The original 
was great fun to 
play, and this ver- 

| sion is no different. 


The original was 
great fun to play, 


m 
| *-— emm. ғы азға us 

| | ^^ ығ” 7 | 7 1 
| -— 3 = APRES nn 


You take the part of 
a small green drag- 
on called Dub, and 
your mission is to 

| complete the 100 or 
| so levels by polish- 
| ing off the various 
nasties on each one. чи 

Your ultimate goal is Irue colour: 

to dispatch the boss, The original’ 5 graphics were 
Darren Von Blubba. functional at best, but artists 

Dub disposes of Ripley and Sparehead 3 have 
his enemies by spit- made the most of the thou- 
ting bubbles at them sands of colours available on 
~ if you score a hit, the Falcon. The screens are 
the bubble encloses still recognisably Bubble Bobble, 
but they sparkle with colour 
and detail, and they shift at an 
impressive speed, too. 

The sprites look like the 
originals, but have been given 
an injection of colour and a 
feeling of solidity. The colli- 
sion detection is spot on, and 


luct: Double Bobble 2000 


well. Player two takes the role Pric : £10 
( Con : Falcon Owners' Group 


of a second dragon, called 
Dob, as you team up against 
the might of Von Blubba. Even 
with two players, the game 
still runs at full speed. 


: 01225 843241 
M n system: Falcon030 with 
4MByte and RGB/VGA/TV screen 





ОоиЫе 
Bobble 
2000 
HIGHS 





Only another 99 levels to go, and then we can design some 


more. The fun never stops on Double Bobble 2000. @ Completely faithful 


conversion 
ш Monstrously addictive 


LOWS 


m Nothing 





| “middle mixes the sounds кык 


: pied, and don't interfere with | the whole game looks very А classic game updated to 
the music. both channels. It's not a major - professional. use Falcon technology. 
Something which really thing, but we think it's little Double Stunning, 
caught our attention was the touches like this which show how Bobble 2000 and great 


clever stereo effects. If you're at 
the left of the screen, any sounds 
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Ec 


much work has gone into Double 
Bubble 2000. 











wins hands 
down. It's not 


to play. 











Amazed that people have got 


Wik WAR C а. m] ee ME ie p ee m o eg МИН 


through the survival process? 
Check out the problems our 
ancestors came across with the 
aid of your Falcon and see if 
you can do any better 


wit think what life was like 
before the wheel when you 
could walk around nearby naked 
without bring a sodal embar 
rassment and all you had to fear 
were huge dinosaurs that eat peo 
ple for lunch and still have the incli 
nation to crunch up the odd :pear 
lor afters — and who seem to be 
mpermeable to fire. Such is the Ме 
Dudes for the 
Falcon attempts to recreate. Known 
as Humans on virtually every other 
format, this 15 à puzzle game that 
combines brilliant effects, intelli- 
gameplay variety and 
create absorbing and 
thought provoking entertainment 
Wow! Whal à claire 





that Frolwfien Dino 


gent 
humour to 


Smelly days 
First off, right, you're in charge of a 
team of Stone Age men complete 
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with their lack of hygiene, abun- 
dance of hair and pwarthy skin and 
who are also Dermed with incredi- 
ble strength. You have to keep a 


*A puzzle game that 
combines brilliant 
effects, intelligent 


gameplay, variety 
and humour" 


ae 

certain number of these dudes alive 
preferably by not expodng them to 
peckish beasties for too long 

making them attempt feats they 
coukdn t possibly survive, Al the 
ите time you have to develop 
their skills sa that you can go on to 


ИШЕГЕ н 
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E wit 


the higher levels іп which you ute 
more and more of them 

$0, say you're ab the begin- 
ning of the game (always a good 
place tà start) and your first task is 
to find a spear, You work out that 
team әріпі and amazing strength 


1 


25 p Ng Same of the best graphics | i Paton ore LII found in 
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БЕЯ 


chapoles сап climb 
other's shoukderi and 
rescue the spear Мек bevel wow 
develop more teamwork and how 
you can leap bebween previously 
impassable crevices 
реа and then you can throw it tà 
help your mates 
of the move: can be quite 
matter, especially i£ you're not used 


ПП ЕГ тып 


onto each 


using the 


and so on. Some 


LET icity to 


B The esi thera аға ахжа-ыйыызҢ шынай 
Fun М жыны тїнт Let Phim nbhappla 
Fimis ен bis oper gri ығына hia 
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vA p با‎ 7774777 MEN EH You can өзе up Dudes to 
“ша сы: AND PRESS | до ЩЩ ier so woy you wame n 
азы T E TURN es a аң m m T Bo Т. ЖЕТ} wee from harê - whether yoru 
E ONE ^ — e 114 T choose to have the music 
- اوس ا سے‎ да a ГТ wani to play with an sary, 
L E normal or difficulty lawel. 
€ ME E д T кыы =” ЧГ \ = nt a coda to емір 
. nr ыс” ї mir 2 
өз. Б Pm : £A 
- d % 
: errr, уы А> “г d Е - 





Get ‘em organised enough time to make the moves let timê you've lost all chance of get- 
some of the puzzles are pretty alone think! If you do well you're ting through. The Pause option 
tricky and until you're absolutely rewarded by extra points. comes іп useful here, 30 you can 
| certain of what you're doing and There are also lots of red her- stop and think about what you're 
what part each chappie's going rings posing as useful objects on supposed to be doing. Once you've 
pipe opcm 4 to play there's little chance of you some of the levels so you tend to got through to another level you're 
achievements are recorded in the managing to complete your task find yourself doing completely the — given a code so you can access that 
Golly Asek. Funny to Иней they within the assigned time limit. This wrong thing very often, by which right at the beginning and vou 
n m Pede сузы: is especially true if you have it on 3 
the harder options where the time 
to playing with the joypad, but limitis less and there barely seems 
after you've used them a few times 
they almost become second nature. 









Embedded in stone 


| Learning how to ote of! the various 
controls and getting used to the 
joypad s keys is one of the first 




































T challenges you have to face 
| 
= ; 
1 TIME - how much time you have ДЕРЕ" | CARIUS Р 
| left to complete the challenge. ө a ie ded _+ әді A А3 = А “si — 
теі арр т тш VU 
— a. тъ. 5 4 ! ۴ 
| 2 | SKILLS - What skills and abilities К e € € ET 
y you have depends what resources ---- - чыр - ! 95 


you're using. Here because you've got a 

spear you can elther throw it, use it as 

a lever to jump with, walk with It ot 

B One of the bosi bite of the gama ia drop It. | — — — mun 

when the beasty lets out а huge roar either choose to kill off one or spread the deaths 

[a LIVES LEFT - you start off with a total around the whole team. Remember you need a 
24 number of lives for all your duces, you can certain number left alive at the end of the level, 
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| Crd ` E fright sunshine and blue du іы. my 9 om : 
bs j - А 
don't have to play through all the ee wu + кыт oe ЫТ >. C7 Pa Ж 
previous levels 3 ne КЕНЧ ^ к суа” үйі um 
i - р 2n pure "wm фан (ы = : +, 


Variety is the spice... Te е ais t. | Tur v "^ut que tomo 1 
There are six different sets of жа) a ee J NS | | t i 
scenery you get to play against БКЫ. ААА, 
which adds quite а lot of choice гену e «4 ЖТ, ж е, w 
summer, winter — caves, swamp, | 

forest and desert and your tasks 
can range from meeting your т ше 0 
friends to learning how to use the | [ 2 wh, SE туо. 1 
wheel, so although you're doing j : | J^ IE ELS Re a 997 
the same moves and ultimitely рт. к at ات‎ р. быы М А 
tinuing to strive for the goal of à | Ft ды len ae ae i 
skies it doesn't get Сге: ^. | "E d & жы 7 ‚© €, E “4. А е 
because it's so addictive. At the Ж ТЫШ [E e алы” | uw РА "nr | 
same time it can be pretty hard and n. o> Wi г LA T 
therefore frustrating so you might | mee -T 
get sick and tired of doing the 
same thing time and again. 

The effects in the game are 
quite brilliant - it looks gorgeous 
throughout, and the attention to 
detail is incredible — look at the ten- 
drils of twine hanging down in the 
swamp level for starters. The ani- 
mations are a really good touch as : the ЖИШШ ЕН — bap موتو‎ pap opm —€———— — 
well - there's the brilliant beasty, | : а” dis 
and the squeals and looks of pain 2. | т.е i. - А 
and anguish on the dude's face if a | | 1 = Т г РА 


тж мын سے ےا‎ LE LL Ed xu. ha ы — тыщ ттш т ee rag dus] a L2 ML | E Жый а m Ee 1 
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game, and Dudes is " | 

wery definitely а P m 

Falcon game - the | \ Р. п = 2 — ма 
т az: йа Каз bar В һа ee ы шә. PP CU = к = = = 

graphic and sonic | 

effects couldn't be E: Ыы: eb 4 % 







less-sensitive team member runs rather repetitive but the little extra achieved with an - - — ни 

aver their toes using his wheel and personalities make up for it. ST. On top of this, Dudes runs from lovable, it's fun, it's intelligent. And 

the shouts of the lost friend are a hard drive making it run very — it's a looker. But if anyone сап tell 

quite heart-rending. The tune that Heard all this before? smoothly = an absolute joy to be те where the women are, I'd be 

plays іп the background does get — You're probably thinking by now with! Ooer. much happier. Аз long as the 
| that this all sounds a bit familiar... answer isn't that they're doing the 

| “ | rather Lemmings-like, іп fact. Well, — Verdict cooking inside the tent, 

Some basic moves the plot is the same sort of idea — Evolution Dino Dudes is an excellent PAULA RICHARDS 





















You needa joypad to be able to ply except that in this you learn as you game with fun for all the family — 

Evolution Dino Dudes - you can get one go along so you have to go especially if you use your Falcon for Evolution 
from Daniel's of Windsor {т 0753 through all the levels = all 80 of more serious pursuits the rest of | 
TORRE ML ЛКК them - to progress through the the time. And, of course, it’s the Dino Dudes 


is the direction button, whether you game. In Lemmings 2 you could dot only puzzle game for the Falcon 
want to go up ladders or shoulders, about so if you got fed up trying to. (unless you count the abysmal 
right, left or down, Pause pauses, solve one level you could move Breakout which came with your 


didi he нн between 11 others while your sub- machine) with the only criticism 
the game or ций, А is Fire, Б. enables 


Write to Atari UK at Atari 
House, Railway Terrace, 


vou to pkk ana ad ad C HR conscious did its bit to sort out the being that it can be a bit tedious 4 һага drive and a joypad 
between the skills you have. Holding problems, which is qood. trying to solve one single puzzle | 

both B and A enables you to actually A big criticism of Lemmings is and not being able to do anything SE Loads of levels 
ТКЕН that you can't get hold of a single — until you've done it. Bi Very attractive. 
power which із shown by a yellow bar lemming very easily and make it do The fact that Atari have finally ұлтынан. 

that appears. Hitting the numbers a particular task - that's not a prob- decided to show some positive sup- Lows 





ee ет at al with Dudes since the port for the machine as well surely M Gets repetitive 

ыы people are very substantial. Com- has to be a good sign - inner confi- queo. f 

мами VOU тиме FAHY O REY parsons in this case are actually dence seems to be radiating from ida эш 
fairly irrelevant anyway, since Lem- them these days. Yes, get Dudes, it's 
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Strap on your loincloth and wiggle 
your spear - it's time for 16/32's 
prehistoric Falcon game. 


volution Dino Dudes 1s 


a Lemmings-style 


puzzler in which your 
| і god-like task is to take 
an unruly tribe of prehistoric 


cavemen and guide them 


along the tenuous path toward 
civilization. You begin with a 
central ‘pool’ of cave-geezers, 


a certain number of whom 


you'll need to use in order to 


complete each level. 


Each level gives you a spe- 


cific task to complete. This 


could involve simply reaching 
the end of the level, or making 


your tribe evolve to a level 
where it discovers some new 


gadget, like the spear in level 


one. Whatever the task, 





You know, | remember when this was all industrial 


parkland as far as the eye could see... 


This is a game with a history, and 
that history goes something like 
this... A few years ago a bunch of 
programmers at Imagitec 
released a nifty little Lemmings- 
style puzzle-'em-up, called The 
Humans. While this game was 
released on almost every 
computer format available, it 
never made it to the ST. Atari 
liked the game, however, and 
commissioned Imagitec to 
convert it for the newly-launched 
Falcon, with a subsequent version 
for the Jaguar. Atari then ordered 
a swift name change, believing 


though, you'll need to get 
your head round some real 
brain-sizzling puzzles in order 
to progress. 

Your basic dude can do 
two things: move about and 
form a stack. Forming a stack 
involves your little hairies 
climbing on top 
of each other to 
create a human 
ladder. You'll 
need to use this 
trick quite 
often, as initial- 
ly it's the only 
way to travel 
between plat- 
forms. Discovering the spear 
brings two new skills: throw- 
ing and vaulting. By 
using the spear like a 
pole-vault, you can pro- 
pel your dudes across 
small gaps in the plat- 


too — but do be careful 
about where your other 
dudes are standing 
before you let rip! As 
you come across new 
tools, your dudes learn 


the original title wasn't catchy 
enough, and Evolution Dino Dudes 
was born. 

So where has the Falcon 
version been? After all, the Jag 
version was one of the first 
games released for the 64-bit 
wonder machine. Simple, this is 
another one of those games Atari 
decided not to bother with when it 
pulled out of the computer 
business. You can thank 16/32 
Systems that Evolution Dino 
Dudes, along with Llamazap and 
Steel Talons, has ever seen the 
light of day. 





You'll need to get 
your head round 
some real brain- 
sizzling puzzles 


forms. You can throw it, 


even more skills, like using fire 
to burn vegetation or riding 
about on a big stone wheel. 


The clock's ticking 
To make each level harder, you 
have to fight against a strict 
time-limit. Some levels are also 
cursed with spear-carrying 
enemies or even the odd 
dinosaur. The first few levels 
are a piece of cake, though, 
and ease you gently into con- 
trolling your dudes. Unlike 
Lemmings, only one dude is 
active at a time, 
and you switch 
between them 
using the 
JagPad's 
keypad. 

To com- 
plete a level, 
you need to 
think of your 
dudes as a team, and make 
them interact with each other. 
You may occasionally need to 
(gulp!) sacrifice a dude for the 
common good, just to get the 
other guys to safety. Help is at 
hand, though, since you can 
rescue imprisoned dudes and 
add them to your tribe. 

After the first ten levels, 
the difficulty level starts to rise 
and you'll find yourself grunt- 
ing, puzzling, and swearing 
that the damned thing is 
impossible. It's not, of course, 
but you need to do à fair 
amount of lateral thinking to 
get your head round some of 
the levels. Still, the sense of 
satisfaction when you crack 
that pig of a puzzle is excel- 
lent, and its challenging 
nature makes the game 
more enjoyable. 

Evolution Dino Dudes is in 
no way a frantic game. It's 

very smooth, with some slick 
animations between levels. 
The sprites are good fun too – 
especially when a dude gets 
too close to a hulking great 
Tyrannosaurus. Equally good 


крк... „+ 
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Witness the moment: man learns 
how to scratch his bum. 
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Hmm, so how аге you going to 
cross that gap, then? 


are the sound effects, with cute 
samples firing off all over, and 
the stereo music fits the scene 
nicely, too. 

The difficulty curve is just 
about right and, with some 
careful thought, you can get a 
fair way into the game on your 
first attempt. There’s also a 
handy password facility. 

Evolution Dino Dudes won't 
make your jaw drop with 
amazement, but it will make 
you pull your hair out. A 
smart game, and we like it. 
Oh, and in case you're won- 
dering, it's almost identical to 
the Jaguar version. stf 

FRANK CHARLTON 


t 16/32 Systems 


Tel: 01634 710788 
Min system: Falcon with RGB 
monitor and Jaguar joypad 





Evolution 
Dino 
Dudes 


HIGHS 


@ Reasonably addictive 
@ Good difficulty curve 


LOWS 


m Can get tiresome 







A smart conversion of a 
levels are 


too frus- 
trating. 


good game, but some later 
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If you've been wishing for a hover- 
craft sim, then wish no more. Unless 
you haven't got a Falcon, in 
which case carry on. 
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How do ww landscapes appear to be gener hot of bellos ШШ НЕ rg master tue controls. If you 
know T Because we vie plays “1 red randomly. ao if vou plas first. Tie mouse controls the want a рги “1 Falcon 3123 blaster, 
Старом, and if it's anything like the same mission twice vou rudder and aims your азана Steel Тий is à much better 
real life they are absoluti get different terram each time while vou set the throttle with bet, If vou have always han- 
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are attractive, and the làn 
scapes recede into the misi 


very nicely. The world isn'l 
An enterprising game, but 
ultimately its only satisfying 
for the 


exacth, pae ked with other 


obeccts though, and ) 


АП the shapes are 
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The first two 
Falcon games are 
now available. 
Rob Redfurn 
takes a look... 


welve months ago, we reviewed 

Ishar on the ST. Now, it has 

been released for the Falcon, it's 
time to take another look. 

Strictly speaking, Ishar is not new. 
It has been ported from the PC ver- 
sion. Software houses have been 
porting programs from one format to 
another for years, which means that 
Ishar won't take advantage of all the 
Falcon's features. 

With 8-bit stereo sound and 256 
colours, the games are a lot better in 
sound and vision than their ST coun- 
terparts, but does this make them 
worth buying? Ishar has the smallest 
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Hmm — personality clashes 
demand your attention 
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Your team are shown in 
boxes across the bottom 


SPECIAL OFFER 


Daze Marketing, UK distributors for the authors, 


Silmarils, are offering a £5 reduction 


Transarctica as a special offer to readers of ST 
Review. The games are only available from them 


at £27.99 each. 


DAZE MARKETING LTD, 2 CANFIELD PLACE, 


| LONDON, NW6 ЗВТ ТН: 071 
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manual I've ever seen for an adven- 
ture game - just 16 pages in English. 
However, it's smaller than that when 
you consider that this covers loading 
and the operational controls. All you 
get to help you on your way as far as 
background goes is two-thirds of а 
page of storyline! 

Far from being a drawback, this 
actually makes for an interesting 
adventure. At the beginning, you find 
yourself in the middle of a field with 
no idea of where you're supposed to 
go or what you're supposed to do. 
Talking to others helps as does visiting 
taverns and other buildings. 

Soon, a plot and several 
subplots emerge. By win 
ning battles, recruiting a 
team to help and drinking 
n the pub, 
that a friend of the Lord of 
the Land lives in the village 
You set out to find him and 
$ he informs you that a medi 
um lives in the next county, 
so off you go. 

Along the bottom of the 
screen are several boxes. 
The first shows you - to 
start with, the other four 
are empty. These gradually 
fill up as you recruit the 
team that (hopefully) will 
help you along the way. A 
click on a face brings up a 
display of the character's 
strength, magic and experi- 
ence points along with per- 
centages showing skills in 
lock-picking and first aid. If 
you're going to survive, you 
need to pick a team that 
ә give a balance іп all the 
areas. it is important to 
interact with others as they 
can help or hinder you 
considerably 

The characters that form 
your band of travellers also 
form their own friends and 
enemies, both from who 
you meet and within 
the band itself. 
When you recruit, 
all the other mem- 
bers get to vote as 
to the suitability of 
the candidate. If the 
majority say no, 
then that person 
cannot join you. 

Despite the 
sparse manual, this 
is a game of hidden 


you discover 
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WY RANE 15 ARCER 
MATES, WHO ONCE GRADED 
THE CIE TR 
WE HAVE 


an ONC OF 


Characters speak through a 
window beneath the graphics 


depth. The graphics, 
described on the ST as exquisite, are 
improved with the addition of an 
extra 240 colours. The sound is quiet, 
but plug in external speakers or a pair 
of headphones and the stereo is 
good. 

Future games that take advantage 
of True Colour and the DSP will even- 
tually, no doubt, show this offering 
up, but for the time being, it is a vast 
improvement over the 51 


already 


It is not 


Superb graphics and sound 
Massive adventure and 
intricate plot 


PROS AND CONS 


Sometimes takes time to 
work out what to do 
Tricky controls 
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Ihe graphics 
benefit from an 
extra 240 colours 


immediately apparent as 
the ST 
but when you hear 


version was so 
ооа 
2 the cacophony of noise or 


the snores when you sleep 
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in the tavern, you begin to 
realise the potential of the 
Falcon as an entertainment 
centre 

There are 40,000 loca 
tions to discover, all 
superbly drawn, and it’s easy to get 
lost in the depth of the characters 
and the environment. All in all, this is 
one tor adventurers who like to 
explore and find out what the puzzle 


is before they try to solve it 


"A great game, even 
better on the Falcon" 


NAME: ISHAR 

COMPANY: DAZE MARKETING 
CONTACT: 071-328 2762 
PRICE: £32.99 (SEE BOX) 
RELEASE DATE: OUT NOW 

MIN MEMORY: 1MB 
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it back and witness a slice of 

history. You are about to read a 

review of the world’s very first 

falcon game. Yes, it's the moment 
all you Falcon owners have been waiting Юг 
months and months. 

Ishar: Legend of the Fortress was released 
last year and received a lot of critical acclaim 
from the computer press. It attracted impres- 
sive high scores and was regarded by many 
as the best role-playing adventure game on 
the ST in 1992. 

Ishar is the story of a battle between the 
good people of Kendoria and the evil 
Krough, a mysterious figure who wants to 
unleash his forces of darkness upon the land 
of Ishar. You have to recruit а band of war- 
riors and wizards before embarking on a 
dangerous journey through Kendoria to con- 
front the evil Krough himself. 

Ishar on the Falcon is basically an 
enhanced version of the game that appeared 
on the ST. It has actually been ported from the 
PC, and the first thing you notice is the graph- 
ics - there are 256 colours instead of 16, 








When it was originally released 
last year, Ishar was justifiably 
praised as being one of the best 
role-playing games you could 
get for your ST and was 
awarded 90%. Now the game's 
programmers,  Silmarils, have 
released a Falcon version of 
Ishar, with the promise of many 
more games to come. 

Ishar: Legend of the Fortress 
tells the tale of a power struggle 
between the people of Kendoria 
and the evil Krogh, a mysterious 
figure who wants to unleash the 
forces of darkness upon the land. 
It's your job to recruit a motley 
band of warriors, wizards and 
thieves, before embarking on a 





B This weird looking chap is 
Azalghorm, à messenger from the 
people of Silmarils. Listen carefully 
to what he has to say. 


E 


А contender for last year's best 
adventure game title comes to the 
Falcon dressed from top to foe in 

Sunday best. Do you catch my drift? 


which makes the pictures that bit more 
detailed, adding to the realism. 

The sound is just incredible, way over the 
top of the ST version. This is what the sound 
should have been like when Atari brought out 
the STE. There has also been а massive 


See Adventuring in 256 
| colours that's Ishar 


Action and adventure is | 
just around the corner 


treacherous journey through 
Kendoria for а confrontational 
meeting with Krogh himself. 

The Falcon version of Ishar's 
been ported across from the PC, 
and it shows. The first thing you 
notice is that the colours have been 
considerably enhanced - with 256 
shades instead of 16, the graphics 
are a lot more detailed, giving the 
game an even more realistic atmos- 
phere than before. 

This is helped by the 
improved sound effects, with more 
sampled sounds than before. How- 
ever, by far the biggest improve- 
ment has been in the gameplay. 
Ishar now plays a lot faster, so you 
don't have to wait so long between 
each mouse-click for the screen to 





update itself. 


improvement in gameplay; it is a lot faster 
and smoother than its predecessor. You now 
don't have to wait quite as long between 
each mouse click for the screen to update. 

If you forget about the enhanced graphics 
and sound, you'll find that Ishar on the 


| B Fancy 
turning 

| your old 
mum into 
a toad? 
Well, 
welcome 
to the 
Wizard's 
Training 
school. 


result is 


The end 
smoother, swifter scrolling which 
means it's a heck of a lot easier to 
get around. 


Verdict 
There are no real surprises here. 
The Falcon version of Ishar: Legend 





B Those Lords of Chaos are at it 
again in Ishar: Legend of the 
Fortress, the world's very first 
Falcon only game. 





Falcon is identical to the ST version. 
This isn't an original Falcon game, just a 
conversion. 

If you haven't got the game and own a 
Falcon then no doubt you'll want Ishar even if 
it's only to prove to your friends that you 
haven't just wasted all your money. 

Ishar is also a damn fine adventure RPG 
and is well worth getting even it it does cost 
£33, which is a bit steep even for Faleon bar- 
gain price thanks to our chums at Daze. 


Jonathan Maddock 
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Ishar is basically a 
conversion of the ST 
B original, but witha 

9 massive improve- 

E ment on the sound and graphics 
front. Expensive, but a brilliant 
adventure all the same. 





Publisher > Daze 
[С Developer > Silmarils 
|. Disks > 2 
Price > £32.99 
HD Install > Yes 
Size > 1 meg 


of the Fortress is identical to the 5T 
version in almost every respect - 
only the enhanced sound and 
graphics enable you to tell them 
apart. To be fair to Silmarils, Ishar 
wasn't intended to be an all- 
singing, all-dancing version on the 
Falcon - it was just a quick conver- 
sion job to cash in on the machine's 
popularity. To see what the Falcon 
is really capable of, you're going to 
have to wait for Ishar 2 which is 
due for release at the end of May. 
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£34.99 Dare 
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Falcon030 only 
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The first Falcon game. 
А taster game engine 
and enhanced graph- | 
ics make this a must Ре E 
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spending £35 
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ISHAR 


here's always someone spoil- 
ing things, isn't there? No 
sooner have the islands of 
Arborea become the kind of place 
you feel safe letting the kids roam 
around in, than a syndicate of odi- 
ous misfits starts causing trouble. 
Your reaction is obvious. You round 
up a small group of adventuring 
types and go around hitting people 
who don't co-operate and nick 
their stuff. Ishar 2 is a vast fantasy 
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in ` the woods that you 
would expect. 

There's nothing new in the 
formula. The adventure is divided 
up into a series of missions. It's vir- 
tually the same as /shar 2 for the ST 
but improvements have been made 
for this Falcon version. 

As with all RPGs you recruit 
various characters to help you. You 
need to equip your chaps with suit- 
able sharp instruments, metal suits 
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ELL Once again, this time on the 
У /) Falcon, the people need 
someone to do battle with 
the forces of darkness 


and lots of sandwiches. Each char- 
acter has a profession and various 
attributes and skills. You need a 
well balanced party to make it; a 
priest and a magician being essen- 
tial characters. 

If you've played the original 
Ishar you're going to feel at home 
straight away - the look and feel of 
the game is very similar. The 
method of spell casting has been 
improved and at last you get a map 


B Friendly 
looking bunch 
aren't they? The 
inns of Ishar 
are full of these 
ne'er-do-wells, 
dodgy priests 
and strange 
monsters. It’s 
these guys you 
have to chose 
for your team. 


B Under the third island is this 
moody dungeon populated by very 
thin people with axes. If you haven't 
developed your character's 
attributes much then you get a 
severe kicking. Gosh, they really are 
terribly thin, aren't they? 


that actually shows you where you 
are. The action takes place over 14 
different islands and is three times 
bigger than the prequel. 
| Characters from the first 
game can be loaded in so 
you can keep all your old 
EN adventuring buddies, just 
' 25 Ж like the old days. It's all 
| mouse controlled with a 
B Your attributes and 
inventory. To survive you 
need to build up money 
and experience to buy the 
best monster-bashing 
tackle. The priest and 
magician are essentials. 


ae v id Tas Like t (0 pu y à 


eee А 4, £ „уд pi 49 ^ 


1% ie | \ > е 


"a4 


netting 7 


= 


ИІ 





B The vital shopping part of the game which no adventure is complete without. 
There are no pretensions to reality here - you can't buy clothes or anything. 
it’s all potions, food and nasty implements here. 


few keyboard short-cuts and very 
easy to get into, one quick read of 
the manual is enough to get you 
into the thick of things. 


My Gad, it's full of colours 
The graphics are superbly colourful 
- it uses the Falcon's 256-colour 
mode to good effect. Everything is 
detailed and atmospheric and every 
island has a distinctive new set of 
graphics. The backgrounds and 
sprites are simply luscious. 
When it gets dark the 
entire palette fades 
to a range of dark 
colours and lights 
appear in the win- 
dows of the build- 
ings and at dawn 
everything is given 
an orange hue. 

The sound is pretty ы 
special too. At the beginning of 
the game you have the option to 
have continuous  8&-track music 
along with the sound effects. Each 
new area brings its own sounds, 
from croaking frogs and birdsong 
to moans and clanking chains — all 
in glorious stereo. 

The gameplay is the same as 
the ST version, although everything 
moves faster, curing one of the ST 
version's main problems. There are 
no extra characters or missions to 
really make the Falcon version par- 
ticularly stand out, although the 
extra graphics and sound capabili- 
ties are used well. 


Verdict 

If you consider yourself a fan of this 
style of game and you've got a Fal- 
con then you've no excuse but to 
get Ishar 2 — it's right up your 
street. It's simple to play, huge in 
size and once you start adventuring 
it's difficult to stop. 

It's not easy at first, you wan- 
der around getting clobbered until 
you work out some tactics and 
what your objective is. The game 
suffers a little from being quite lin- 








ear. If you don't finish the first 
quest you can't even get off the 
first island. 

There is a lot of exploring to 
do, even though you have a map 
you still need to know the locations 
of the all-important shops and inns. 
Sometimes all the wanderings gets 
a bit much, until you suss the mis- 
sion and set sail for the next island, 
and a whole new set of challenges. 

The Falcon version of Ishar 2 


B "You swine, I've 
been waiting here 
for six hours to 
have this fight." It 
looks like the 
“wait around 
until it gets dark 
and hope he goes 
away plan" didn't 
quite work. 


plays one mean game and looks 
and sounds divine - a highly recom- 

mended game. 
CHRIS LLOYD 


ЅСРЕЕМРІАҮу GAME REVIEWS | 





m hough the advent of 
the Jaguar gave us 
such treats as Tempest 

i 2000, there are still 
many classic gaming ideas that 
could be re-applied. One of the 
titles we've been waiting for is 
an update of Joust, the excellent 
duelling coin-op. Thankfully, 
Falcon owners need wait no 
longer, because Rebel Vision 
has completed Killing Impact, a 
Joust for the '90s. 

If you're a Joust virgin, the 
Ostriches?! panel will give you 
an idea of the basics, although 





became faster and smarter. 
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You don't remember Joust? You had a version on the 
ST that was incredibly faithful to the original, with a 
number of blokes sitting astride ostriches (that could 
fly, strangely), attempting to knock each other out of 
| the skies and collect the resultant eggs before they 
hatched. If the eggs did hatch, the new birds flew off 
to pick up their riders and duelled again. As the 
wrap-screen levels progressed, more and more 

| hazards were added, and the computer opponents 


What really made Joust was its originality — it 

| was a multi-player action game that didn't involve 
guns or fists. You won by mastering the way the 
ostrich flew - а tap on the fire button made the 

` ostrich flap once, giving you control over the bird's 
speed, height, and ascent rate. The winner of each 
collision was determined by their height at the time 
of impact - the highest player stayed on their bird. 
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a good many things have 
changed. For a start, you've 
swapped that odd-looking 
ostrich for a jet-powered hop- 
per, with hydraulic legs that 
kill whatever they hit. It’s a 
strange craft: it drops like a 
stone normally, but pressing 
the fire button triggers your 
boosters, keeping you in the 
air. You don't have any option 
about the length of blast, 
though - flying is achieved by 
continually hitting fire, a sys- 


tem that gives you firm control 


over your height and velocity. 
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The weapons are packed on to the fire 
button too tightly for comfort. 


Steering works on the same 
system — you don’t actually 
change direction until you fire 
your boosters. Although you 
have to travel in a series of 
bouncing arcs, the system 
lends itself to fighting, smooth 
ascents and emergency action. 


This new craft can also be 


upgraded with extra engines, a 


freeze gun, mines and a laser. 
Many of the creatures you 
encounter aren't easy to dis- 
pose of, and these extra abili- 


This turned simple collisions into carefully timed 
attack dives, with the unsuspecting bird suddenly 
flapping like crazy to gain those important few 
pixels of height. 

One thing to remember, an important point that 
has made it through to Killing Impact, is that your 
direction control has realism - the true-to-physics 
engine means that, though you can move left and 
right easily, your directions only take effect at the 


flap. You can't change directions or affect your 


ЕЙ s7 FORMAT DECEMBER ISSUE F77 | 


horizontal movement in mid-flight. This means 
slowing down and turning is a balance between 
turning speed and height gain. 

Joust was, in fact, a truly excellent game, 
defining the strengths of every multi-player game 
from that point onwards. It was interaction on a very 
basic level, casting aside guns for gritty one-on-one 
battles. Great stuff. 












That strange, hydraulic jet-hopper in 


full. And something being horribly 


squished. Nice catsuit, though. 


ties come in handy quite often. 

The major change, though, 
is the playing area, which is no 
longer a single wrap-around 
screen — the duelling area has 
been replaced by enormous, 
explorable levels, which you 
must travel through. This isn't 
born of plot, by the way: as 
Rebel puts it, the game "will 
take you, with a robot, to a 
strange planet with great sur- 
roundings, where you'll find 
some very dangerous crea- 
tures. You'll have to kill them." 
That's all there is to it — kill 
everything that moves. 

If you're really into high- 
scores, you'll be off on a ram- 
page of mass destruction 
without any further encour- 
agement. However, Rebel has 
also made rampaging neces- 
sary, as killing things not only 
enables you to upgrade your 
hopper, but also opens up 
huge (and important) parts of 
the playing area that you 
couldn't get to previously. 

Killing something isn't just 
a matter of hitting it, though. 
The shallow element of Joust 
was that you could just scrape 
something and it would plum- 
met to the deck, but the crea- 
tures in Killing Impact offer 





"It was this big, honestlyyy...” Another 
unsuspecting fisherman bites the dust. 
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There are always things you can't kill - 
this snake will get you everytime, but 
there's nothing you can do about it. 


more of a challenge. They will 
nearly always survive the first 
hit, unless you get a good run 
up — the game boasts a 
momentum system, so that the 
harder you hit something, the 
more damage you'll do. This 
adds another element to the 
game, as duels can turn into 
long, drawn-out battles. The 
environment is also less than 
accommodating, as the juts 
and crevices make that clean, 
easy kill a lot more difficult. 


The creatures you're fighting 
have come a long way, too. 
Some walk along the floor, 
some can jump incredibly 
high, and others hang around 
on the ground and shoot at 
you. There are, of course, a fair 
few flying monsters as well, 
though they have a lot more 
skill than the original Joust 
opponents. They don't always 
attack you, and they don't sub- 
mit without a fight. 

Each level is more haz- 
ardous than the previous one, 
with strange, new creatures 
and different pitfalls. However, 
the difficulty curve is steady 
and approachable, challenging 
you without being unfairly 
tough. The only exception is 
the occasional inclusion of gun 
turrets that nearly always score 
against you. These unavoid- 
ables seem to tax the fun 
somewhat, adding a dose of 
irritation to what is otherwise 
an enjoyable game. 

There are only really three 
levels in the entire game, but 
each doubles the length of the 
previous one, making for 





around 15 hours of play if you 
go through it all in one sitting. 
Unfortunately you really don’t 
have any choice in the matter – 
there’s no password system, 
and no save game option. 
Rebel claims the game can take 
up to 30 hours to complete, 
sans the realisation that very 
few people have the time or 
the patience to sit down and 
do one thing for a day and а 
quarter. Come to think of it, 
notsmany people have enough 
strength in their thumbs to tap 
a fire button continuously for 
that length of time, either. 


Killing Impact comes into its 
own on the atmosphere front. 


| GAME REVIEWS SCREENPLAY 


GROUP SESSIONS | 


Like Joust, Killing Impact provides. 
for some really hairy two-player — 
action. When you play a 


multiplayer game (and, given the 


| right system, you can have up to 


four people on the screen at 
once), you co-operate with the 
other players to travel through the 
levels - you can't kill each other. 





the minimum of lift, 
or more powerful 
bursts that give you 
greater speed for 
fewer thumb-taps, 
trading off accuracy 
and manoeuvrabili- 
ty for a quick 
response and fast 
flight. Should you 
feel the need, you 
can alter this thrust as you 
come across different obstacles, 
though a setting of seven (the 
scale goes from one to ten) 
seems about right for most 
things. It would be nice, 
though, if the thrust control 
was linked to the fire button, 
so that the longer you held the 
button down, the more power- 


Each level is ful the burst. 
broken up into One annoy- 
several sec- Incidental sounds ing point is that 
tions, each with | the extra 

its own look, complement weapons are 
feel, and collec- the beautifully accessed by 
tion of life holding down 
forms. drawn scenery fire for a few 
Incidental seconds (to 
sounds complement the beau- charge up), then pushing in a 
tifully drawn, naturally direction and releasing the but- 


arranged scenery to create an 
sense of actually sitting in your 
character's surroundings. 
Unfortunately, the music 
doesn't really complement the 
scenery — ambient sounds 
would have happily filled any 
uncomfortable silences. 

Killing Impact doesn't break 
any boundaries, but what it 
does it does very well. The 
game runs at the same frame 
rate as the monitor (be it RGB 
or VGA), making for smooth 
scrolling and animation. If 
your monitor or machine has 
difficulties keeping in 
sync, you can adjust 
the game's timing (by 
adding nops - 
machine-level pauses). 

Control freaks also 
have the option of 
adjusting the craft's 
thrust at any point in 
the game. You can 
work with short, weak 
thrusts that provide 


Ec 


"Why all the fuss? It's only a flesh-wound." 


ton. Though there aren't many 
other ways to pile four func- 
tions on to one button, this 
system is a bit fiddly — even 
when you've got the time to 
charge up, you can't guarantee 
getting the keys right without 
losing control of the craft. 


Killing Impact is a perfectly 
accessible game for Joust vir- 
gins, but it seems to be 
designed to make the most of 
a game style we all wish had 
been expanded a long time 














Obviously, all four players have to 
stay on the same screen, though 
thankfully you can't collide. 

If you could, then the real 
struggle of the game would be to 
stay out of each other's way long 
enough to travel anywhere, 
rather than to kill things to 
complete the level. 


Head-to-heads end in both parties 


flying off in different directions, as 
neither gains the height necessary to 
do any real damage. 


ago. The level layouts add a 
layer of abstract strategy the 
original didn't have, as you're 
planning long runs of action 
instead of frantically hopping 
about. For instance, you'll find 
it's better to duck and weave 
up а long column and then 
work your way back down, 
effectively doing sections back- 
wards to make the most of 
your height. 

Killing Impact has turned 
Joust into a science, a transfor- 
mation that's long overdue. ST 
owners should hunt out a copy 
of Joust, but buying a Falcon 
has paid off for the rest of us – 
we get Killing Impact. stf 

DAVE BARRINGTON 
Product: Killing Impact 
Price: £29.95 
Contact: Merlin 


| Tel: 01452 770133 
Min system: 4MByte Falcon with 
hard drive 





Killing 


HIGHS 


€ It's Joust for the 1990s 
8 And it feels great 


LOWS 

ш The guns are annoying 

@ Not an excellent control 
system 







A valuable update of an 
already excellent game. B 
it now - r 
you won't | 
regret it. 
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E The first level features enor- 
mous mutant camel sprites 
shooting at you. Life's never 

dull in a Jeff Minter game. 
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Up, down, to the right a bit, fire 
like crazy, up again and go left 
to avoid the flock of angry 


ndn. 


= 


В А wacky planet with land at the 
top and bottom, sky in the middle 
and sheep in danger of being 
transformed into killer sheep. 





ША rather 
familiar-looking 
scenario, shoot 
the asteroids to 
break them into 
smaller ones and 
smaller ones and 

; _ smaller ones. 






e honest now, for all the pro- 
ductive and creative things 
F you can do with a machine 
like your Falcon, what you really 
want to do is blast aliens. All peo- 
ple go through periods of it, it's 
perfectly normal and nothing to be 
ashamed of. Llamazap provides the 
ideal outlet. It's fast, it's frantic, it's 
colourful, it's noisy, it's brilliant. 

The action takes place over 
five worlds consisting of five levels 
each and it's a pure arcade game 
with all the power-ups, explosions 
and nasties intent on your death 
that that entails. Each level comes 
with its own backgrounds, sprites 
and tactical problems. 

You control your choice of 
spaceship using Atari's new 21 but- 
ton joypad for the Falcon - you 
can't play it without one. Get one 
from Atari for £29.99. Pressing the 
А or C button sends streams of bul- 
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‘amass of heavy weights drops 
down the s СЕ reen givir ng y our 





орроп nents а hard time. 





INSURANCE - Just what 
= | you always wanted. | | 
nce bought if you get man. 

led and lose a life. Your new 
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thing that gets in the way. 
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E Oh dear, you seem to have become non-viable once again. On the bright 
side the explosion that engulfs your ship is very pretty, don't you think? 
Look, there go your legs, flying off into the distance. 


lets firing forward and the B but- 
ton gives you extra turbo speed - 
this is pretty handy for running 
headlong into huge baddies and 
dying horribly. 

To complete each level you 
have to zap all the enemies; sounds 
easy enough but the blighters 
don't particularly want to be shot 
at so they tend to fire back. You 
get extra points for completing lev- 





SLOW DOWN = Some- 
— times things are very 
fast and get a little too diffi- 
cult to control, this slows 
things down a tad. 


SHIELD - This boosts 
your ship's shield to its 
absolute maximum. 


ORB LASER - The 
=! Phoenix can give its 
orb | a devastating expanding 
ring laser weapon. 


ORE - This gives the 
L=] Phoenix and the Falcon 
an indestructible orb that hov- 


els with aplomb and saving any 
innocent creatures that happen to 
be wandering about. The levels are 
Defender-like, horizontally-scrolling 
and wrapping around. There's lim- 
ited vertical movement too. Take 
too long on a level and little orb 
chaps appear and follow you about 
on a collision course. The longer 
you take the more of them appear, 
so getting on with the task in hand 


ll This level has you 
rescuing dolphins 
from being 
abducted by space 
aliens and sinking 
warships. You're a 
hell of a lot safer 
underwater and 
with the right 
weapons you can 
go around zinking 
all the ships 
without much 
hassle, leaving the 
dolphins to fend for 
themselves. Life's 
like that 


sometimes. 


ers close to your ship. Holding 
down the fire button locks it 
into position. You can use it as 
a shield or as a nasty weapon. 
The Condor gets a rotating 
orb which constantly circles 
your ship. It can have up to 
four of these orbs. 


EXTRA LIFE - 
If you can 


resist buying all these goodies 
you can get an extra life by 
getting these three icons up 
on screen and flashing. The 
next token you pick up con- 
verts them into an extra life. 


GAME НЕМ ГЕУ. чу ел c EL e se = 
dea ] Sei Р НА a 


GENTLEMEN, START YOUR ENGINES 











B After each mission a screen 


tells you how well you did. 
There are bonuses for 
good play such as pro- 
tecting small furry ani- 
mals. Surviving a 
mission and getting 
loads of points are 
different things 
altogether. 


is vital. Complete a world 
and your progress is saved to 
disk so you can start on the next 
level straight away next time. 

As soon as you start playing 
Llamazap you are struck by a cer- 


*Llamazap provides the 

ideal outlet. It's fast, it's 

frantic, it's colourful, it's 
noisy, it's brilliant** 


tain twisted sense of humour. The 
nasties include killer sheep, homing 
cows and giant mutant fish from 











SHOR SCORE: 
ТЕЗІ E 


hell. There's a good reason for this, 
Llamazap was written by one Jeff 
Minter, a man of singular style and 


justifiably famous for stunning 
games like Llamatron and Defender 
2. Llamazap continues the fine tra- 
dition of brain-busting playability 
and effects. 


Sensory overload 

Llamazap runs on 1MByte Falcons 
and you can install it onto your 
hard drive. If you have more mem- 
ory than that, it loads all the levels 
into RAM cutting out all the disk 
accessing. It runs in overscan on 
normal RGB monitors. The Falcon's 


E For the 
atomic lewel 
you need to 
collect little 
molecules to 
break up the 
big atoms. 
These then 
disintegrate 
into a 
stream of 
particles 
which chase 
you about 
trying to kill 
you. Well, 
what did 
you expect? 
Gratitude? 
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E There had 
to be goats | 
in there 
somewhere. 
If you go 
below the 
land on this 
planet your 
Ship turns 
upside 
down. 
Woah. 
T a 
vi. 

256 colour mode is used to good 
effect, it's wonderfully colourful 
and detailed. The sound is superb 
as well, with plenty of jazzy sam- 
pled effects and a groovy tracker 
tune blasting away at the same 
time. The DSP chip is used to replay 
the sounds with good effect, it's 
one of the most sonically riotous 
games you're ever going to play. 
It's still short of the kind of sound 
the Falcon is ultimately capable of 
but it's still pretty groovy. Llamazap 
is also fast, no matter what's hap- 
pening on-screen it stays swift and 
super-smooth. It really shows what 
the Falcon is capable of — simply 

wild games. 


Verdict 
Mot everybody's fanatical about 
shoot-'em-ups; wrestling with the 
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controls of a spaceship plugging 
away at waves of aliens might not 
be your idea of nirvana - after all, 
it's not very mind expanding and 
won't help you on the path of spiri- 
tual righteousness. Fine, don't play 
them. If you do rate them, then 
you are in for a serious time. Lia- 
mazap is awash with gameplay. The 
controls are | | 

extremely | 
responsive, 
and the lev- § 
els look and @ 


B At the end 
of the first 
world you 

come 
across a 
frenzied 
version of 


Liamatron. i ге е 








play beautifully апа it's 
heinously addictive. 
Llamazap is not a game for 
wimps. If you are the sort of person 
who habitually bombs out on the 
first level of a game then you won't 
get very far. It needs lightning 
responses and dedication. Get into 
it and you're really in trouble. Time 
passes, people come and go, civili- 
sations rise and fall. You sit trans- 
fixed, battling you way through 
another planet of strange crea- £29.99 Atar 
tures. Llamazap eats into all your т 0753 53334; 
waking hours and takes big chunks All Falcons with colour 
out of your sleeping time too. If хов or VGA monitors 





you've been waiting for a game to 
stretch your Falcon and your game- 
playing skills you can stop waiting. 
It's here, it's Llamazap. 

CHRIS LLOYD 








BY: 
DISTRIBUTED BY: 


MACHINES: 


animals. Originally reviewed and 
raved over in issue 51, the game 
has finally been released by 


PRICE: 
RELEASE DATE: 


FROM THE JEFF MINTER STABLE COMES 
an impressive, fast shoot-em-up, with his 
usual emphasis on gameplay as opposed 
to complexity. It's a sideways scroller, in 
which you're the only person who can 
save the planet from an onslaught of 
camels, sheep, yaks, and other such furry 


16/32, so you can now actually 
buy yourself a copy. 

But there are lots of problem with 
Jeff Minter games from a reviewer's point 
of view. Though they're great to play, 
graphical excellence, sonically impressive 
effects and even pretty loading screens 
are all irrelevant. You stare at sheep, you 
play, and you have the time of your life 
(nearly). It’s one of the fastest, most furi- 
ous games the Falcon’s seen. 


Having said (or rather, written) that, Lia- 
mazap is still an incredibly impressive 
game. There are elements of it, like the 
attack patterns and explosions, that just 
blow your mind. The gameplay is enor- 
mously improved by these, but if you're 
into pretty graphics and clever plots, for- 
get it. This is an impossible game to 
review — just go and buy it. 

SIMON FORRESTER 





PRODUCT REVIEW 


-вгеевеееееееегегеегееееееегеееееееееегееесееееееееееееееееееееееееегееее 


PRESS ағатыны: 





КЕР г ош t the power plants before the ED mutate into killer robots - oh, it's 


pure Minter all right. 





Llamazap is 
Jeff Minter's 
tribute to the 
Falcon. With 
the suitable 
Sheepskin attire, Nial Grimes 
searches for mutant sheep... 


eff Minter is a man who knows 
| what gameplay is all about - 

| you only have to look at 
Llamatron. Atari obviously 





recognises this talent too; the 
company eommissioned him to write 
one of the Ғаісоп в first games. Yes, it's 
been hidden away in Atari's vaults for 
what seems like decades, but Llamazap 
is finally readv to rock the world.. 

At no point are vou left in any doubt 
that this is a Minter production — the 
game opens with a huge gun-toting 
Llama and things just get wackier from 
there. The first level pits your ship 
against giant, mutant camels and the 
remaining stages are just as weird. The 
stvle of play is hard to describe as it 
changes so often, but Defender is the 
overall theme with éraphies to die for. 

Those expecting a gentle start, with 
several wake-me-up-when-it's-over 
levels, will be in for shock — Llamazap is 





ten seconds flat! 









hard! Without the right 
strategy, vou will be splat- 
tered all over the virtual 
floor in a matter of seconds. 
Fortunately, a test level is 
included to allow you to experiment 
with the three available ships and get to 
érips with the powerups, accessed via 
the Jag controller keypad. Movement 
controls are intuitive and by holding 
down the fire button vou can let off 
some rounds while flying backwards - 


ideal for disposing of advancing camels. 


Shades of Llamatron 
Practice sessions out of the way, it’s on 
to the game itself — no less than 25 
stages of maniacal blasting. А transpar- 
ent map at the top of the screen shows 
you where the bad guys are and a bonus 
round is thrown up after five stages. 
This is where shades of Llamatron start 
to seep through heavily but just to keep 
it fair, Asteroids and Gridrunner are 
also given a tribute along the way. 
Smashing sonies add atmosphere to 
the experience — listen to Llamazap’s 


TO OT 


A test flight is definitely recommended unless you want to get vapourised in 


ow: 





intro music and vou are left 

in no doubt where the inspi- 

ration for the Tempest 2000 
soundtrack came from. Heavy 
guitars also put in an appearance 

along with sampled sheep noises (vou 
what? — Ed) and explosions. These are 
backed up by the psychedelic etfects 
you'd expect from the author of some- 
thing as way out as Trip-a-Tron. 

The one thing that Llamazap hasn't 
got on its side is simplicity. This vital 
ingredient is lost somewhere in between 
choosing the ship that's likely to prove 
best for the circumstances and messing 
around with powerups. On the other 
hand, Llamazap is a lot of fun to play 
once you've mastered the controls and 
it's ineredibly varied. You simply don't 
know what the next level is $oing to 
throw at you but, one thing you can be 
sure of, it will feature enough colour to 
make your eyes sting and have a good 
sprinkling of a certain type of livestock. 
Complete all 25 stages and you'll proba- 
bly be tempted to buy a Jaguar and 
Tempest 2000 to go with that Powerpad. 


LLAMAZAP 
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Publisher: Ss Sytems 


Contact: 01634 710788 

КЕР: £24 

Requirements: Falcon030, Jaguar Powerpad 
controller. 


Pros: Colourful graphics * superb soundtrack 
* fast action 

Cons: Steep learning curve * manual 
protection (grrr!) * complex powerups 
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The world’s first dec | 
computer game has бт PEE * 
NC 5 oa arrived on the falcon 


appeared on the Ғаісфі Fly _ ыз m ps the PEOR Not the ST, : 
through space, becomea _ m E е Spectrum 


" ss tarball h inal 
rock star, travel the Wild Wes | и cd 
railroad, experience your wor! 





"inball Dreams 15 the 


B... r E The Nightmare table offers by far the 
pecific pinball game. toughest challenge of Pinball Dreams. 

























| ! that it's going to blast Exactly what you want, eh? 
nightmares and fulfil your. fo to infinity in terms of g 
ә | WE PEs, sound, speed and, oh, As with Obsession, up to eight play- 
Pinball Dreams х Dodgy, еһ? everything. Surely? Erm, well ers can get involved in any one 
except that it isn't, largely because game, which means you can take 
it doesn't utilise the Falcon's in- your eight-way battles to extra 
built technology. But l'm getting heights. There are differences, 
ahead of myself. Let me give you though. Unlike the five balls you 
the full story... CEU get in Obsession, Pinball Dreams 
| | gives you just 
Lights, camera, es three chances 
action! | "Could easily have torackupthe — 
Like Obsession, Pin- | highest score 
ball Dreams features been converted for possible (and 
four тре tables the STE... у uus lord it over. 
or you to ban = all your mates). 
2. balls ey graphics lack the such crowing : 


In ascending order yibrancy and colour а! part of the 


of difficulty they ieee game, of 
are Ignition, Steel of Obsession” pus and it's 
Wheels, Beat-Box —————samm; ПО doubt 

and Nightmare. - EINE T largely respon- 
Actually, as Pinball Dreams с came sible for that-universal impulse to 
first, it's fairer to say that Obsession have “just one more go” that 
followed the trend. makes pinball so addictive as a 


The game: comes on a single 
k (there's n 
е) апа 


competitive sport. 

All of the tables are similar in ‚ж 
арреагап > and concept. There are 
all the b bog-standard bonuses that 
you tend to find on most tables, 
including a ‘jackpot’ feature com- 
m mon to all four. However, as with 
ipatiently the STE version of Obsession there's 

no multiball option, 50 0 volg 

your | breath | 
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| Light Europe, USA and World Tours in turn : 
2. Ball trap: collect all lit bonuses r 97 


3... Collect lit Tour bonuses, or jackpot with the 
World Tour : 


Light all ar: ows to 
bonus modifiers E 


Б 
5. Enables г МЕЙН Е. 
6. Raises European chart han hit 















7. Light all arrows to enable single, then maxi 
and video 


8. Light all arrows to. enable MOVIE bonus ы ғ m ; Ж |e ; "ME B. ж А ЕШ Space’ (\ (Nich | Par WIEN D 
z E. ц’ a ҮН r, ы " в u- 1 i Er EI e TERI RUE | 
Enables USA Chart e eer al ; 


ТО. Light all three stars to p 9 bonus 
modifier 
















E If the Steel Wheels table itself hasn't 
already given away its Western origins, n: 3 
there’s a Country soundtrack to remind on the Вг Ba a ble featured 
you of its theme. Yee-ha! in IDS re TOR 











ST FORMAT ISSUE 68 














Lighting up all the letters that 
make up the word ‘fuel’ enables 
you to blast off around the planets 
- of course, you have to flip the 
ball all the way up the left ramp 
first. Otherwise, it’s business as 
usual as far as the bonuses are con- 
cerned - lighting up ‘warp’ adds to 
your bonus multiplier while getting 
all of the letters of ‘ignition’ gives 
you the jackpot, which can be 
increased by hitting other bonuses. 

The Ignition table is designed 
to be the easiest of the four, but it 
still presents a challenge and works 
well. If nothing else it serves as a 
gentle introduction to playing Pin- 
ball Dreams which is, of course, its 
ultimate aim. 


Trainspotting 
The second table takes you back to 
the days of the Old West and, in 
particular, the railroads. Points are 
easy to rack up here. You see, while 
the instructions state that you need 
to hit the left and centre ramp 
alternately within five seconds of 
each other to score a million 
points, you can actually get those 
points simply by knocking the ball 
twice around the same ramp - pro- 
vided you do it within the time 
limit. Considering that each ramp 
can only be accessed by one flip- 
per, the challenge of juggling flip- 
pers to hit the ball up both ramps 
within five seconds is lost, remov- 
ing the whole point of the bonus. 

2 Grumbles aside, Steel Wheels 
is still fun to play, although the fact 
that points can be scored so easily 
does detract from it slightly. That 
said, if you like scoring millions of - 
points with no ift тее MM 
you'll аа y love it it. | 


GET M 
he rather groovy optic 
i Е Pinball Dreams. Его! 
pick any one of the four 
| (And i thought it se у In 
Jose whatsoever - Karen) 


ae! 
» xr 
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Rock Chicks j 
The third table is based around th 
world of rock, and your attempt 
conquer it by scoring a number 
hit in both Europe and the USA, 
This is my personal favourite, if 
only because I harbour a secret 
desire to become a massive rock 
star and change the world as a 
result. Either that or become a 
dinosaur making tens of millions of 
dollars in 20 years’ time by doing 
reunion concerts in America. 
Various bonuses exist, 
enabling you to release singles, 
videos, albums sic even movies. At 
the same.time 
up the Euro 
charts while ca 
pean, Атегіс ап; 
World tours. Аи number 







with a desire to make it as a 
star, along with a sad belief 


practi a 
those 















зе! etween your 
Ill too quickly. 
ik bonuses 
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ion points, i 
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oo. Pinball Dreams is an extremely com- 


petent conversion of the Amiga 
original, so if you're a pinball fan 
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with an obsessive desire to collect 
all the pinball games available you 
won't be disappointed. It hooks 






in't aspire to be 
m a faithful con- 
3 retch the Fal- 


erted for the STE. It's а 
rate rendition of pinball 
ession, in that the tables 





are less ‘gimmicky’ and mission-ori- — 


entated, but considering that the 
table designs are a major factor in 
Obsession's success, Pinball Dreams 
misses out somewhat. 









' inal Amiga 1200 
version, which 5 dly means they 
lack the Wibrancy and colour of 
Obsession - in fadt, their hues cast 
quite a dour shade over the pro- 
ceedings at times. The music and 
sound effects are good, but again 
they don't exactly make great use 
of the Falcon's han 

Pinball Dreams has been 
superseded onal ‘ormats since it 


ri 
e 
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Ш “Space, the final frontier...” Is that 
a required part of every Starship 
Captain's vocabulary, or just those 
who get a network TV show? 


E We have lift-off! Cruise the 
solar system with Pinball 
Dreams’ first table. But don't 
get lost in space! 


first appeared all those years ago 
(Pinball Illusions and Pinball Fan- 
tasies have taken the crown on the 
non-Atari computers, while Obses- 
sion reigns supreme on the STE), 
but it's still good fun and worth. 
investi in, ee H 








Pinball 
Dreams 
£24 21st Century 
Entertainment 


Distributed by 16/32 

Systems 7 01634 710788 

Falcon only (RGB) 

Hard drive installable 

Highs 

Ш Addictive 

E Faithful conversion of 
the original... 


Lows > 

@...but perhaps too € 
faithful 

E Doesn't push the 
Falcon in any way 
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Power-up crystals 
float around the 
screen, but you re 
usually far too busy 
watching the ball to 
notice them. 


етар іе въ 


empest 2000 is living proof 

that golden oldie games can 

still grab attention if they're 

presented in the right way. 

Ping aims to cash in on “2000 
fever” by reaching way back into gam- 
ing history and resurrecting the title 
that started it all — Pong! It offers clas- 
sic, modern and “duel” game stvles 
along with graphics to die for and even 
manages to make the most of the 
Falcon's sound hardware... 

In terms of basic gameplav, Ping 
2000 is very authentic. Sure, the bats at 
either end of the screen have been 
біуеп the 256-colour treatment and 
slick backgrounds are present at all 
times, but essentially the aim is still to 
whack the ball backwards and forwards 
across the screen, 

To ensure that the game keeps your 
attention for a reasonable amount of 
time, a level system has been intro- 
duced. The first stage hurls vou back in 
time to 2,000,000 BC and the scenery 
changes as you work your way through 
six different ages. And the originality 
doesn't dry up there - each level 
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Ping 2000 combines traditional 
arcade gameplay with modern 
graphics and sound effects, but 
is it any good? Nial Grimes 


investigates... 


features its own set of obstacles and 
power-ups float aeross the screen from 
time to time. Upbeat, dancev tunes also 
add a good dollop of nineties 
atmosphere. 


Sounding divine 

It all sounds divine until vou actually 
install the game and begin to play. The 
main problem is the lack of proportion- 
al controls - only the joystick and 
Jaguar Powerpad are supported. 

That means that if a fast ball makes a 
run for the top of the sereen and уоп 
happen to be lurking near the bottom at 
the time, vou're stuffed — it's as simple 
as that. 

Yet more disappointment is in store 
when vou see how the ball reacts with 
the edge of the bat. Ping refuses to allow 
proper deflections and the overall result 


Ping mimics Tempest 
in offering classic, 


styles. 


duel and modern qame 


Product Name: Ping 2000 


Publisher: Holland Game Design 
UK Distribution: Merlin 
Contact: 01452 770133 
RRP: £19.90 





is a dame of chance, rather than skill. 
You will progress through the levels if 


vou stick at it, but you'll also encounter 


а good deal of frustration along the wav. 


In my opinion Pong never oozed 
long term playability and sadlv Ping 
2000 doesn't do much to improve the 
situation. The 2000 game looks superb 
and sounds even better, but it's hard to 
recommend a sequel that can't even 
muster as much playability as the 
original. Ping isn't all bad but it is yet 
more proof that good graphics do not a 
great game make. Nuff said. 





Battle your way 
through 20 levels and 
you'll arrive at the 
second stage - 

I hereby give up! 


Requirements: Falcon030, 4Mb memory, hard disk, 


Pros: Neat presentation * good music 


Cons: Frustrating play mechanics * little long term 
playability * no mouse support 


See 
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Journey through time with the latest 
incarnation of Pong on the Falcon. 


TV tennis has entered a new era... 


sk any computer 
games veteran how the 
industry started, and 
they'll enthuse for 
hours about a game called Pong - 
and rightly so. Pong was the first 
arcade game, and way back then it 
took the world by storm. 

If you've never heard of it, 
don't worry. You've played it 
before, but you know it as TV 
tennis. Holland Game Design has 
decided to bring the game into the 
1990s with a souped-up Falcon 
version called, for copyright rea- 
sons, Ping 2000. 

When Jeff Minter coded 
Tempest 2000, he created a version 
of his classic game that took full 
advantage of the Jaguar's presen- 
tational abilities, but stuck closely 
to the original game. This works 
with Tempest, a fast and furious 
shoot-em-up that benefits from 
the graphics, sound and speed of 
the new format (plus a few new 
features). Ping 2000 is based on the 
most basic form of TV tennis - 
what more can you add? 





The dawn of time 
According to HGD, "Ping 2000 
will take you on a journey through 
time, and show you that Ping has 
been a basic element of existence." 
The game has been split over six 
stages, from 20 million years BC 
through the 16th century and on to 
space wars in the future. This is 
achieved with themed levels. The 


basic game remains the same. 
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10. C Continue 

s impression of the settings, 
but these are superfluous 
to the game. What we're 
really interested in are the 
extras a game like this 
should contain. 


Ping has an almost monumental feel to it. A series 
of good stills sets the mood and pace for the rest 
of this historical (in more ways than one) game. 


Each level starts with a bat 
on each side of the screen and a 
ball being launched in the middle. 
The old rules of computer tennis 
apply and the ball bounces back 
and forth across the screen from 
bat to bat. You 


giving a fairly good 


With knobs on 


To call Ping a pretty Pong clone 

would be unfair. HGD has made 

an effort to expand the game by 
- adding a series 





control one while 


of obstructions 


the computer or Ping 2000 is based on to the court. The 
another player the most basic form of ball bounces on 
controls the sec- | ч them, апа 

ond. Ifthe bal ТУ tennis – what more various other 


gets past your 
bat and leaves 


can you add? 


moving objects, 
resulting in ran- 





the screen on 

your side, your opponent has 
scored a point against you, sap- 
ping one of your three lives. When 
you score a point you gain a life, 
and your opponent loses one. 

The immediate problem with 
this is that its Pong. Although the 
original game was undoubtedly 
popular, today’s gamers expect 
more for their money. 
Despite being intriguing 
(obviously born of a die- 
hard Pong fan), the plot 
has very little to do with 
| the game. The graphics 
| change on each level, 
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dom changes of 
direction. These obstacles detract 
heavily from the skill aspect of 
Pong, as any careful planning or 
thought is completely blown 
away by a rock floating randomly 
across the ball's path. 

The other addition to Pong is 
the power-up system. When the 
ball hits a power-up, the last per- 
son to touch the ball receives its 
qualities. Power-ups can either 
speed the bat up, slow it down, 
award an extra life, alter the ball's 
speed, or simply win the match. 

As a final touch, the court is 
larger than the screen, smoothly 
scrolling back and forth to 
allow more complex shots and 
longer duels before the ball 
bounces back up the screen. 


Was it worth it? 
That's the question on every- 
one's lips: do the additions 
merit a completely new game? 
The simple answer has to be, 
unfortunately, no. 

Having seen Arkanoid's con- 


Note the ‘clever’ use of the O, enclosing the |. To be quite honest, that's one 
of the bigger additions to the ald Atari classic. Humbug. 






tribution to breakout, Ping falls 
short of the grade. The power-ups 
could do a lot more than affect the 
ball’s speed, and the obstacles 
could do a lot more than bounce 
the ball. Admittedly the game is 
packed with a lot of pretty pictures 
and original sprites, but graphics 
do not a good game make. 

In summary, this is quite a 
good Pong clone, but the addition 
of a few bland features and the 
number 2000 don't make it the 
game of the century. If you're com- 
pletely nuts about the original 
(still?) you'll probably enjoy Ping, 
but the rest of us will be disap- 
pointed by this fairly bland bat 
and ball game. stf 

DAVE BARRINGTON 


Ping 2000 


£19.90 Merlin 

т 01452 770133 
Minimum system: 4MByte 
Falcon, 3MByte hard drive 
space, colour monitor, joy- 
stick or powerpad. 


HIGHS 

B Excellent presentation 

| it's Pong! 

LOWS 

B it's just Pong 

E And thus it's bland and 
shallow 


In short... 


A good version of Pong, but 
the unexciting additions to 


the theme 
tend to get 60 0 
in the way j 0 
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There's more to life than blood, 
guts, guns and violence, so here's a 
harmonious Falcon-only puzzler 
from 16/32 Systems. Peace, man. 


=" "ШШ ere at ST FORMAT, Gone of Wisdom dotted 

we like a good about here and there 

puzzle game as Waggling the joystick sets you 
“Жа. oe much as the next moving. jumping an entire 


person. Adrenaline-pamping 
shoot-' em-ups are all very 
well, but there's something 
compulsive about the instant 
nature of a good puzrler that 
we find hard to resist. So, how 
пай we роња, Етте d 
new purrkr deuzned specii 


square in one move The snag 
is that the standard stones on 
the path dissolve as soon as 
vou move off them, leaving 
only empty space 
[his ік where Plrtomir: 

garrepias ine, You mius! саге- 
fully plan vour path so vou 


callv to take advantage of the can reach all the Somes of 
Falcon's enhanced gra phics Wisdom = rush tm and you i 


and sound engines ? end up stuck in a corner with 
A IDE no pathway left. Later levels 
How indeed? introduce further hazards, 
The Platonix Profti-Editien, from 
German programmers Digital 
Vision Software, is the puzzler 
in question. Your goal is to 
collect the Stones of Wisdom 
from each level, while battling 
against a tight time lmit. The 
play area із a standard single- 
screen board affair, which 15 


vines fram above 


euch as broken stones thai col- 
lapse if you stand on them for 
too long, amd mines that 
explode if you take too bong 
to cross them 
And thats 
М. Start à пем 
leval. si133 
where the 


=e Ame 


aru 
рісі a path to 
reach them. The 
ити luat 1% 
fairly strict, but while it 


Each screen is made up of 
ebore path avs, with the 





increases the challenge. И 
doesn't add anything new or 
exciting to the overall game 
Most addictive puzzle 
games аге based around devi- 


cusly 





"г ple į oncepts - Тарт 
Is a prime example = but 
Рытеніт really does need more 


Tha pama Шын! ant much to |сай лі: every 
lere ig pretty much Мыр ache Fona 
hardhy pud ur F aicut сны 


i ” "i 
at 
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Start a level, suss 
out where the 
Stones are, plot a 
path to reach them 





E 
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The ony Gene Pistonís really beets up Ex graphics is for these 256 coiur Matic portani 
WO prp up betwee Ehe ағза іскен. Shame. ready 





es 





action. Even PO 
gares an generally 
more involved than 
this and they often 
provide More nienie 
gameplay. The 
brilliant Such 
whkh iore 927 
issue 76, 
mare addictive 

The bevels ars 
sub-divided into four 
time zones: Ancien! 
Time, The Middle 
Ages, Fantasy and 
Future. Fach zone 
consists of 25 levels of the 
same thing. You really need to 
be serhously 
devoted to the 
dea of finish 
Ing every game 


im veu colle 


in 


із certainh 


А thee start od every bevel, youru treated to а rotating 3D 
map of what's із come. Why such а boring gama, tien? 


a verv basic game dressed up 
with some fancy static screems 
and a good soundtrack. The 
Falcon doesn't even break into 
a sweat let alone feel pushed 


to the ігі із. and the timed hira 


[мы the жатты kills any 
hopes for longevity. 84) 


Eon m wan m 
wade through 
100 jewels of 
this rmoncobonm, 
Thankfully, you're given à 
password to re-enter the later 
stages al will, but even this 
doesn't relieve the tedium 


Wake ир! 

The Falcon enhancements ane 
a bit of a cop-out, tom There 
are some beautiful til] umages 
betwecen levels, and the game 
has а thumping stereo swim 
track, but the in-game graph- 
ісе are dull агы! lack any real 


===. 


| Product. Platonix 
| Price- £29.95 

Contact 16/32 Systems 
| Te: 01634 710788 | 
| Min System: Falcon, 40у of 
| RAM, hard drive | 


Чр Ice 


Не зен tra челем 


lustre. There's nothing here to 
dha otf your machine, and 
the enhancements do nothing 
for the tiresome gameplay 
Piatonix із little more than 


Very basic gameplay 
Far too tedeius 








Do you wanna play dirty? Grab 
yourself a joypad and get ready 
for Road Riot 4WD, then. Pass the 
rocket launcher, aim, fire! 


ave you considered 
how laughable it 
is that dozens of 
motorway drivers 
leave their Cavaliers and 
Escorts in service station car 
parks, only to dive straight 
into the arms of Sega Rally. 
Daytona USA or Ridge Racer? 
Exactly what this says about 
the British saloon car is a 
mystery, but if nothing else, it 
certainly illustrates how popu- 
lar racing games are. Charging 
around impossibly tight tracks 
to the sound of a raucous bass- 
line and crunching metal is as 
Close to gaming nirvana ав 
many can get, and yet Falcon 
owners have been denied this 
pleasure = until now. 

Road Riot JWD is a Falcon- 
specific, arcade-style racing 
game packed with powerful 
machinery and splattering 
mud, with one or two missiles 
thrown in for good measure. 
In fact, cast your mind back 
through the mists of time and 
vou might remember playing 
4WD in the arcades. Released 
їп 1991, it was typical of 
Atari's penchant for exploring 
hew Vehicles and adding 
weapons and unpredictable 
tracks to its racing games. 





CRAT 
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your buggy quickly reappears on the track. 





As far ав looks and 
concept are concemed, Falcon 
4WD is an exact clone of its 
arcade parent. The aim is to 
race around a series of tracks, 
ultimately emerging as the 
winner of the championship. 
Only first position will do in 
any race, although there are 
three credits to bail you out 
of tight 
situations. 

Having 
chosen your 
course from the 
selection of 11, 
vou ane miro- 
duced to the 
host (carica- 
tures ahoy!) and the race 
begins. It's at this point that 
you start to have doubts about 
leaving the smooth tracks of 
classics such as Super Sprint. 





Bump, skid 

Road Riols undulating tracks 
send your buggy skyward al 
the merest suggestion of a hill 
and call for à completely new 
approach to steering: make 
sure those wheels are Pointing 
in the right direction when 
vou hit the ground. The con- 
stant skidding can also present 
a problem for the first few 








The tracks send 
your buggy skyward 
at the merest 
suggestion of a hill 


Sih re 
کک‎ a 





Firing your rocket launcher is the best way to catch up with the opposition. Gangway! 


games, although it quickly 
comes under control as you 
get a feel for each course. 

Slightly more worrying 
is the fact that it's practically 
impossible to avoid larger 
obstacles on the narrow 
tracks, especially when they 
appear in mid-flight. A 
glancing blow to а tree or 
rock results in a complete 
smash and, despite your 
speedy resurrection, the 
opposition usually seizes the 
opportunity to 
charge past. It's 
just as well that 
your buggy 
packs a rocket 
launcher to 
hinder their 
progress, 

You can take 
unlimited ammunition 
lor granted, tow, 

Even with artillery aplenty 
and liberal amounts of mud, 
there's always a danger that 
monotony will sneak into race 
games. Rond Ris answer is 
scenery that changes according 
to your location. In the Swiss 
Alps you'll find yourself sur- 
rounded by mountains, 
whereas country roads аге 
more the deal in New Jersey. 
The medley of bouncy tunes 
also helps you plough 
through to the end. 

Ront Riot possesses some 
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The scenery depends the location of the race. Неге, we race 


against Helga Grossebergen іп the Swiss Alps (Er, quite — Mick). 


SUE ай AURUAT at томат 





of the ingredients of a great 
racing game — it's fast and the 
soundtrack, if not the effects, 
reinforces the quality of the 
overall presentation. There are 
times when vou feel vou've 
almost mastered the controls, 
but that moment usually 
arrives two seconds before 
another major tree tangle. 


Falter, crash 
Given some of the race games 
that have appeared on the ST, 
we feel the Falcon can do bet- 
ler than this. However, in the 
absence of an Orvverlander or 
Buggy Boy for the 1990s, Rani 
Riot AWD fills a gap. stf 

NIAL GRIMES 





Road H i1 ATI 
E24 
1632 5Sysbams 


11634 710788 


zystem: Ab Бае 


FewerFad. hard disk 


Looks nice, sounds sweet, 
| and is playable, but it's 

| ultimately 

|a bit of a 

| let-down 
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This game isn't going to be released until later 
this year but 5T FORMAT manage to give you a 
sneak preview of this racing sim from Atari 


track - they look в tte odd In thelr 
Swinnwear on the erotic track. 

















ДА t bloomin’ last, some Fal- 
A con-specific games аге 
Ча starting to appear, boasting 
the kind of graphics and sound that 
the beast is really capable of. We've 
got our hands on an early version 


of Rood Riot 4WD to play about 


with, there's still a significant 


| amount of work to be done on the 
| gameplay, but here are our first 
impressions. As soon as you load it 
you are on familiar ground. It's a 


straight conversion of the original 
arcade game, and a rather groovy 
arcade game it was too. 

You are at the controls of a 
four-wheel drive buggy thing 
armed with a cannon, well, why 
not? You compete over 11 circuits - 
spread across the world — and 
against four similar vehicles, Each 
circuit has its own distinct flavour. 
Nothing complicated here, you 
steer, you accelerate, you fire at the 

other buggies and then go 
smashing into the scenery at 
high speed. You start the 
* game with a beginners’ 
track before moving on 
to the championship 


B Your host for this 
reca, amd sneering 
he’s somebody 
oles, Why don't they 
Gries up like the 
а bit interesting? 


ml 
[ 
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B Australia and you are іп a familiar риза Чен, spinning unceontroliably off the 


track. The previaw version has some dodgy gameplay that promises to ba 
addreaseod іп the full version. Good-looking car though, oh? 


proper. Each race is three laps of 
absolute mayhem with buggies 
bouncing around like mad things 
over the twisty-turny tracks. Corner 
too fast and you roll it, hit the 
scenery and you explode. The can- 
non comes in very handy for slow- 
ing down the opposition. How 



















many times have you wished for 
that in real life? Cut me up, would 
you? Blamm, blamm, terrific. 


Paint job 

The first thing that strikes you are 
the graphics, they have been taken 
straight from the arcade game and 
are in 256 glorious colours. The 


B Road Hioc JHD Іш ona 






enhanced 
graphics тты! 
mound bo 
good «fect, 
Мога, ралй а 1 





B Road Riot іп full swing. The rear 
View mirrors only shows the other 
buggies and net tha ground, which 
locka a ІНІ» strange. There's n big 
map on tha right ao you can ses the 
comers coming. Everything moves 
vary amocthly. 


buggies are — gorgeous-looking 
affairseand move about the screen 
smoothly. The animation, at this 
stage, is a bit jerky at times 
because the buggies don't have 
enough frames - this is particularly 
noticeable when you roll or spin. 
All the tracks loom forward at 
a fair pace and there's a clever tex- 
tured effect to the road surface. 
The scenery and roadside obstacles 
are all sprites, and jolly good for 
the most part although they 
change sizes a bit suddenly. The 
still screens are nifty too. It all adds 
up to a very visually impressive 
game, as a Falcon qame should be. 
Аз you would expect the 
sound effects and music are in a 
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different league altogether from an 
ST game. Each track has its own 
piece of sampled tracker music that 
ranges from funky to a little naff. 
The sound effects are all sample: 
too - tyres squeal, explosions boom 
and races are introduced by а 
strange boomy American voice. 

At the moment the engine 
noise is weak and the cannon lets 
loose a shot with a pathetic “phut” 
noise. Thankfully, the music and 
sound effects have independent 
volume controls. 


Оп the road 

It's when you start playing it that 
you hit the big snag, playability. 
The preview version we played has 
yet to have the controls sorted out 
- it's very hard to steer the damn 
thing. You go skidding from one 
side of the track to the other, 
crashing every 30 seconds. After a 
lot of practice things come 
together a bit and a halfway decent 


i 


Naaty Nelson. Before each race you got a quick pask of the track, а mug shot 
ef your host nnd rather a long wait while It loada and daconiprecess, 





CHOCSE NEXT COURSE 


CR 


TOURNAFPENT CIRCUIT 


WITH JOYPAD 
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B Tho track selection screen. There аға 11 different tracks from all ower the 
shop. To win the champlonship you need to win all of them - a tell order. 


race is possible, but it's frustrating 
and difficult, 


Verdict 

It looks and sounds excellent but the 
gameplay is still badly flawed. Atari 
аге on top of this and have 
promised a radically altered release 


version. Armed with a controllable 
buggy the game could be a real barn 
stormer. Distribution hasn't. been 
sorted yet, but when the final ver- 


sion appears, you can expect to part 


with £29.99. We look forward to 


reviewing it when it's completed. 
CHRIS LLOYD 















EQUIE 


‚ As an explorer of new, 

72/7 harsh and hostile planets, 
«/ you have to be tough. You 
9? have to be quick. You have 


to be bleedin’ stupid. Robinson 5 
Requiem might just sort out the 
men from the idiots. 


ould you like to hear а 
story? No? Tough. | was 
baby-sitting for a friend 
the other day, and the kids were 
camping in the back garden. | 
opened the door, and asked them 
И they wanted 





wiches packed full of crunchy veg- 
etables and salad things, or I could 
leave the bloody, disjointed carcass 
of some large, wild animal by their 
door and let them get on with it. 
The baby-sitting work kind of dried 
up after that, 


سے 
me to make them The kids were‏ 
any sandwiches right, though -‏ 
(just like it says "The programmers КЫСАН бой‏ 
on the advert). Were obviously eat sandwiches.‏ 


"Explorers 
don't eat sand. 
wiches," said the 
child in an 
incredibly annoy- 
ing voice, holding 
up a string of 
raw, sausages and a frying pan. 

It was at this point that | was 
faced with a decision. | could either 
go back into the kitchen and make 
them a large plate of cheerful sand- 


aware that they 
were working 
on a Falcon" 


In fact, explorer: 
don't actually eat 
anything = the 
majority of them 
die face down Іп 
а jungle, dead 
from starvation, 
malaria ог both. Alternatively, they 
come back and get involved in 
community youth schemes. 
Rabinson s Requiem, the obvi- 
ous link ta all of this explorer talk, 


B Your blocomputer, keeping tight contro! af your haabth. Actually, that's a Пе - It 
doesn't control your baalth, it just beape when you're about te dia horribly. 


1 





B This là a фат In which you'll not only have to ізетті your way around, bat learn 
quite a bit of medicina as well. [m getting good at that amputation lark... 


knows how to test its explorers 
(that's you). It doesn't give you any 
sandwiches. In this particular case it 
doesn't give you anything, simply 
leaving you for dead in a crash on 
an unknown, prehistoric planet. 
This is your situation. Have 
you enjoyed life? 

The game starts 
with you standing on 
that planet, in a grassy 
valley furnished with | 
trees, a stream, ап 4 
Incredibly violent bloke, 
and quite a large chunk of 
debris from the crash, As you 
start to move around, you soon 
realise that this is no ordinary 
game, and it's certainly no ordinary 
game engine. 


You're stuck on a prehistoric planet 
plagued by the dinosaurs of the 
time, and youve get nothing save 
wil you salvaged Iram the crash. И 
SEDIT ару гарааг - 
stuffed. Or not 

One of the most startlingly mow 
elements of Шынын r Requiem Is the 
мау усш сап ыт Ты You sët, 
though a length oi cord may be 
handy for sirangling аны 
stick may make a good pokey fing, 
they're both fairly primitive. The 


vou re 


ariel ui 


game has been designed in such а 
way that, yeu being the creative type 
| you are, you can invent new tools, 









To start with, it's on the Falcon. 
This is not only an excuse for flashy 
sound effects, but also a chance to 
do some serious graphic work, 
Requiem is a first-person 3D adven 


lure, using a free 3D system that 


enables you to move where 
you want, looking in any 
direction, and stops it 
fram being a linear, 
blocky, slow version of 
Dungeon Master. In fact, 
Requiem probably owes 
more to Doom in the way 
it moves, though admittedly 
without the speed or fluidity. 

The control system is straight- 
forward, going for the [Ши 
approach of directional arrows and 
a set of iconic operations. These 


manulacturing objects together. For 
instance, you could take your cord 
and stick and invent 
for shooting people 

IF you find a needle and thread, 
and you happen to have some cloth 
Ming аго, you can make yourself 
sme matty mew thread: (yellow ің 
just so retro). And believe mie, you'll 
need lo gel inventing = it's all very 
well punching out some bloke with 
an attitude, but youll have to Lake 
on all kinds of beasties throughout 
the game, and you're going to have 
із be horribly wel prepared. Get 
those creative [urces ёл]. 


а bow, handy 





deal with manipu- 
lating objects, 
fighting, and other 
such activities 

And so you're 
left with your hero 
(Bob's a nice, now f 


name) to survive 
on this hostile 
world, 





spanning aw S BN р & to where you and where you're 


three square miles going, witch to the utterly unimpressive map. 


and including ten 

different climates (odd planet, 
this), Ultimately, you're trying to 
escape from the planet altogether, 
but this requires two things: a plan, 
and a live Bab to carry it aut 





Let's get this straight from | 
the start: Robinson s is not 
an — exploration дате, 
Though there are heavy ele- 
ments of exploration in the game- 

play, the emphasis is always on 
survival, spending more time with 
your medical computer than with 
your map, and understanding 
exactly how much a crocodile can 


B Now there's something Вазу going оп, Thet spaceship lacks guia all 
right. Mo worries. Might not pass lta MOT, but Wa in one placas... 


hurt you if you leave it alone long 
enough. The maps and layout of 
some of the sections can get con- 
fusing at times, but there're never 
any mazes, and youll never get 
lost. The auto-mapping facility 
seems to have decided exactly how 
difficult finding your way around 
should be, качу таррїп ош 

| the positions of 
everything from 
ferocious dinosaurs 
to interesting peb- 
|| bles (mo, shhhh = 
don't mention the 
pebbles), 









Robinson's Requiem is also not a lin- 
ear game - you never come across 
any obvious pointers as to what te 
do next. Instead you find paths, 
caves, holes, beasties or whatever 
at your own speed. If you take 
two days to make your way 
out of the first valley, so be it 
| - the planet will still be there 
when you finish, and every- 
thing will be just as it should 


be. There's no real time limit, and 


there's na real scoring system. You 
just wander about, take a look 
around, That's it. 

The first thing to hit you 
about Robinson's Requiem is the fact 


















that the programmers were 
very obviously aware that 
they were working on à Fal- 
con, Everything, from 
menu screen onwards, looks 

special. The game's intro із опе of 
the best an Atari has ever seen, tak- 
ing you through the ship's malfunc- 
tion, via the atmosphere and out in 
the parachute, narrowly avoiding à 
pterodactyl as you fall. In fact, 
prabably the only slightly duff ele- 
ment in the programming is the 
music which, compared to some of 
the work we've seen on both the 
ST and the Falcon of late, is a little 


Instead af 
chmbimg strait out, you decide to 


You fall into a stream. 
wade arqund for а bit (Н makes a 
nice noise, y'sec). When you do get 
out, oui Кёб your clothes on, and 
walk arene in tee cobi лаг unin you 
eventually dry off, This isn't. wise, 
You hear cwn congested 
breathing, sneezing and coughinmg. 
You've got pneumonia. Lots af it. 


your 


i's mir pisi to play а game 
Ang timi your bloke has слы а che 
EBE акп the way. If didn't happen 
in Saboteur when you went swim 
ming, and it definitely didn't happen 
іп Аиза, Mt happens tn Require, 
though ~ your bloke i$ prone to the 
агты» diseases you are, and you have 
to learn how tà treat him. 


under-produced on both k 
technical and musical bevels, 
Sound effects? Well, 
Silmarils һауе — obviously | 
gone to great lengths to Kk 
include as many sound [I 
effects as possible, from Bob [ 
panting after heavy activity, 
through water effects as vou 
wade across a river, right up 
ta the individual screams of 
some truly terrifying reptiles. 
It's probably worth noting 


And so the next, amazing element of 
Requiem comes into play, іп which 
you загі to take care of your bloke 
H i had! the н tme to search 
the wreckage at the beginning, 
you'll have found a medikit. This lit 
tle Бая contains various sets of pills, 
bandage: and other medical раға- 
phernalia that all comes im handy hor 
the many things that can [and will} 
go wrong 

Armed with only a medikit and 
an advanced medical computer, you 
can cure Bob of 
messy diseases, wrap the most brg- 
ken lex, or even amputate limbs at 
choice moments, accompanied by 
Bob's screaming. M's his knife you 
have tà use to de it, Mmmm. 


sone of the most 








that the dinosaur roars seem BB | checked my arsenal, refusing adamanthy to 


to come from the Jurassic 
Park school — the larger the scary 
fing, the more it sounds like the 
hooter on the QEZ. 

But then there're the graph- 
ics. You might ve thought that the 
Falcon has generally been under- 
used when it comes to graphics, 


B This has to be ona of tha most impresalve 
the option screens ever sean on a computer gama. 


but that's all changed. As well as 
flaunting à high resolution and 
even higher colour scale, Robinson's 
Requiem makes the most of the Fal- 
con's mathematical ability in ereat- 
ing some of the most effective 
polygonal scenery going. When it 
comes down to it, hills are merely a 
set of brown, flat polygons, but the 
system in Robinton's works in such а 
way that, when the incline of the 


put a football gag on this page. 


hill levels off to the flat ground, 
and when à little path cuts into the 

side of a slope, It looks, well, right. 
This is an odd game. When 
you're playing it, part of you wants 
to keep playing until you've pushed 
Bob to the limits of his physical 
abilities (you know, hacked every 
limb off), while the other half says 
"yeah, nice дате ideas but they 
don't really gel, do they?". ІГ as 
though Robinson's has been created 
by a genius of à programmer, but 
you're never really sure whether 
you're having fun. It's à realistic 
survival game (well, as far às 1 could 
tell, with my limited experience) 
but survival isn’t much fun, is it? 
But if you like the idea of an 
advanced, well-written survival- 
cum-adventure qame, you can't get 
better than Robinson's Requiem, stf 
SIMON FORRESTER 
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о, it's not déia-vu, but I'm sure 
that the more astute among 
you will be thinking: "Didn't 
they review this last month?" It's not 
a memory lapse on our part — this is 
the fully enhanced Falcon versior 
Simarils’ survival game 
If you aren't familiar with this new 
and impressive game, it’s worth 
grabbing last month's issue and 
taking а ашск scan over Іле Das 
behind it. И you don't have the 
issue (ooh, you foolish pers 
then I'll explain. 


Robinson's Requiem is a sur 
simulation — and don't be put off by 
the "Sim" word because it's a damn 
fine game. The story line has you as a 
Robinson agent whose job has been 
exploring unknown planets. You've 
been promised a golden retirement 
on earth but the government has 
decided that as you may have come 
into contact with viruses, you should 
meet your end on the planet 
Zarathustra. Needless to say, no one 
has ever returned from here (that's 
gratitude for you... Ed). 

You are walking around a hostile 
environment trying your best to 
survive with limited resources 
Luckily, you picked up a medical kit 
from the wreck of your spaceship and 
can keep your health in tip-top 
condition by combining this wit 
your personal computer. Ultimately 
you must escape from the planet - 
and gripping stuff it is too! 
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AEYSACTS 


Product: 



















Robinson's Requiem 030 
Company: 

Daze Marketing 
Contact: 
071-372 7545 
Price: 
£32.99 


Minimum Memory: 
1Mb 
Resolution: 

296 colours 


Computer: 
Falcon only 


Even the 
Options screen 
shows the 
attention paid 
to detail... 





PLAY 





Keep an eye on your health. 
I his gives you all the info 
you'll need from heart rate 
to temperature. 








In true Blue Peter style, you have to 
use your ingenuity to make things. 


ROBINSON'S 
REQUIEM 


Tina Hackett is on another planet once again as she takes 
a look at the Falcon version of Robinson's Requiem... 





VIVE LA DIFFERENCE 


The first thing to stress is that this is 
the same game as the ST, but it takes 
full advantage of the 
hardware. Straight away you notice 
the improved intro sequence which 
has been lengthened to include the 
complete spaceship animation. 

Into the actual game, 256 colours 
are used and the Falcon's sound chip 
pumps out the eight-track stereo 
sound. Gameplay on the ST version 
was marred by the rather slow 


Falcon's 


running nature of the game The 


ni 
— 


Falcon version plays slightly faste 
although this still doesn't eliminate 
the frustration of a rather пау and 
slow walking system 

And still the rather dodgy collision 
detector remains. For example, you 
can walk straight through a tree but 
you can't walk over small rocks! But 
with the improved graphics, you get 
a better sense of realism and all the 
screens are clearer making it easier to 
choose an icon. The characters' ani- 
mation also work better as the actual 
expressions can be seen. 

The enhanced sound adds to the 
game. The background jungle-like 
noises increase the atmosphere and 
the likes of the rushing water sound 
more realistic. And now, if you 
should die, the end sequence 15 even 


more dramatic. 
РЕНГОНМАТЧ ОЕ 
GRAPHICS 
SOUND 


VFM 
PLAYABILITY 


VERDICT 


Robinson's Requiem is one of those 
rare games in that it ts totally fresh 
and unusual. The Falcon version 
considerably enhances the original, 
with clearer graphics and more 
authentic sound effects. It is also hard 
disk installable 

However, it doesn't really improve 
a great deal on the speed which 
was one of our main grumbles 
initially. 

The concept behind Robinson's 
though, and 
one of the most exciting 


Requiem is fantastic, 
makes it 
games Гуе played for a long time. If 
you can forgive the relatively slow 
n some parts then this 
game is highly recommended. The 
Falcon version can only be obtained 
directly from Daze. 
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You've got venom in your stomach. 
You've got poison in your head. 
You have to find the antidote, 
otherwise you're dead... 


emember Indiana 
Jones and the Temple 
of Doom? Shortly 
after the fabulous 
rendition of Anything Goes, 
Jones is poisoned. Being Indy, 
though, all he has to do is 
snatch the antidote and leap 
out of the window into a wait- 
ing car. Sheer Agony puts you 
in a similar situation, but with- 
out the antidote. Instead, you 
must wander around a 
mansion, desperately hunting 
down the formula that lies 
somewhere within and hoping 
to cure yourself before the 
poison takes hold. 
sheer Agony is, in essence, 
a graphic adventure. The main 
screen looks dreamy because 
it's made up of stills - the only 
real movement takes place on 
the teensy map in the bottom 
left of the screen. You click on 
an exit in the main screen, and 
your map-bound dot moves in 
that direction. Unfortunately, 
because each room is viewed 
from a single angle, dot-o- 
bloke always walks to that 
particular point in the room 






Grab the flowers, Oh. What about the 
plates? Oh. The clock... oh. 


They never let their kids play in the back 
garden. Odd, that. Very odd. 


before you can do anything 
else. This is a bit of a pain in 
long corridors, as you'll come 
out of one room to explore the 
next door along, only to have 
to wait while your dot trudges 
all the way along the corridor 
shown on the map, turns 
around, and trudges all the 
way back. We're on a time 
227% | 

limit here, you know... 


Clickety-click 

The locations themselves are 
lovely. The Falcon's palette has 
been used to the full to give 
moody, well-lit shots. You 
interact with these stills by 
clicking on objects within the 
scene and then clicking on one 
of the action icons at the bot- 
tom of the screen. 

Sadly, as with many games 
of this type, you spend a lot of 
time vainly 
clicking on 
objects that, 
though they'd 
be incredibly 
useful in the 
quest, can't be 
used. Other 
Objects are 
active, but contrived excuses 
prevent you from using them – 
you can't take the small, 
headless bust because it's 
glued to the valuable-looking 
antique cabinet. To make 
matters worse, the program 
flashes up insulting messages 
when you click on something 
that isn't active. When you're 
playing a graphic adventure 
you want to explore every- 
thing, for fear of missing some 
vital clue. This, apparently, is 
frowned upon. 

Another thing that's 
frowned upon is putting 
things down. Once you've 
taken something, you can 
either use it in your quest, put 
it back exactly where it came 
from, or drop it completely, 
which means it vanishes from 
the game, never to be seen 


Dot-o-bloke 
always walks to 
that particular 
point in the room 


[aame Reviews Ea TTN 





No, that's real blood. Honest. It's 
Nick's, actually. Heh, heh, heh. 


again. This is all rather 
disconcerting, because there's 
a limit to how much you can 
carry at one time. 

The only way around this 
is to leave everything where it 
is until you find a use for it, at 
which point you can plod to 
the other end of the house (or 
the surround- 
ing country- 
side), grab the 
object in ques- 
tion, and plod 
back, hoping 
it's the right 
tool for the job. 
If it isn't, you 
either have to take it back (as 
if you're going to worry about 
being tidy when you're being 
slowly poisoned), carry it 
around for the rest of the 
game or throw it away and 
hope you didn't need it for 
anything else. 


Into the void 
If you're willing to keep 
re-starting Sheer Agony until 
you've worked out which 
objects do what, you may 
complete it. The rest of us will 
wander painfully slowly 
around the house, sending 
objects into that irretrievable 
void known as the floor. 
There's no real freedom 
here — you can't explore as 
you go along, working out 
what does what on the fly, 
because you'll eventually need 

















Its such a pretty house, it seems a 
shame to mess it up. Oh - you can't. 


an object you ‘put down’ 
earlier. And that, in short, is 
the game’s problem. It’s all 
about manipulating objects 
and, with a little freedom, it 
could have been involving and 
fun. Instead, it’s a fairly 
pedantic adventure with little 
going for it other than the 
graphics and the plot. stf 
DAVE BARRINGTON 






Product: Sheer Agony 
| Price: FF290 (approx £36) 
| Contact: Logitron, 30 Avenue 
| Division Leclerc, 92310 
Sévres, France 
Tel: (France) 46231351 
Min system: 4MByte Falcon 


Sheer 
Agony 


HIGHS 


E It looks pretty 
E Seamlessly constructed 


LOWS 

E Where's the ‘put down’ 
option? 

E And the fast-flowing 
gameplay! 







Sheer Agony 2 might be 
both pretty and fun, but this 
version's ; 
just 
pretty. 
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ыйы jêr gunehip gamaea. 
In feet, they ahoot hack. 
Шене у күнгө. 


CHARLI 





Li 





D DON'T SURF 





Nerves of steel, ice-cool under fire, logical and 
harbouring deep-seated psychological hatred of 
the enemy. It's a man's life in the Air Force 


| tari seem to be stuck in a 
time warp at times. Coin-op 
^ WÀ games from the mists of 


lime keep appearing on the latest 
sexy pieces of hardware. The latest 
culprit is Sted Talons which has 
already appeared on the Lynx and 








at the ground to see how high and 
how fast you are going. 


Sore and time - ег, this 


complete a misilon the mare units of 
fuel you earn, 


41 Мар - shows а тар of the 
EMEN LLLI RUE d 
targets аз little red dots. When you 
have target lock-on, a little picture of 
the intended victim appears here, it's 
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now makes its debut on the Falcon 
Мо complex flight sim stuff here 
phew! It's a straight shoot-em-up, 
your helicopter vs the world. There 
are only seven controls to worry 
about, all on your lovely new Fal- 
con and Jaguar controller. 

You are ІП command 
of the craft's altitude and 
the tal rotor, as well 
as controlling which way 
the nose points. To deal 
with the hordes of legiti- 
mate targets you have a 
rather wonderful cannon 
and а limited supply of 
missiles, The bird flies in à 


B Home missione just 
тыныға fying throwgh a 
pon, the tima limit aet 

leaves no room for error. 











proper helicopter manner, just dip 
the nose down Lo move forward 
Altitude i$ limited to 1,000 feet 
the higher you go, the more ene 
mies can get a bead on you. 50 fast 
and low is the order of the day, 
most of the time, until sneakier 
enemy units itart appearing on top 
of mountains and the aircraft start 
buzzing you from above. You have 
a choice of looking through the 
cockpit or viewing your whirlybird 
from above and behind, which is 
often easier 

You һауе а targeting square 
which moves about the screen lock 
ing onto suitable targets. Fire your 
history, you 


weapon and they're 


really can't miss as long às you keep 
locked on and don't fly too close, 
Enemy hits knock out your 
fuel supply = when this hits zero it's 
time to crash and burn. You have à 
number of complete refuels = effec 
lively lives, You can crash into the 
scenery as many times as you like, 
though this uses up valuable fuel 
At the end of each blast you are 
awarded more fuel - the quicker 
you obliterate the enemy the more 
fuel you get. And that's about it 
There i$ no complex set ol 
keyboard commands that you have 
to learn, you don't have to land 
after each mission or bother about 
ECMs, chaff, flares or even enemy 


homing missiles 


The missions are short and furi 
ous. Its dead simple to blast every 
thing. Each landscape is small and 


dotted with targets, tanks, АА 


B The XD world іп ай Hm jly, From 


tHida М7 a quta bhmmwpowemmiww, 
malle dangerous 








EH A plansilo starters postion, 
apinning all over tha ahop trying to 
keep a target іп view and give H a 
gradients, eh? 


trucks, bunkers and enemy heli- 
copters and aircraft, The aircraft 
are the worst, if you don't catch 
them quickly while they are still on 
the ground, then theyre complete 
swines until you shoot them down. 
You need to hover, get some alti- 
tude and use the tail rotor to turn 
and face them, As soon as you get 
your target locked on, quickly fire a 
missile. Otherwise they keep 
buzzing you, chipping away al 
your fuel with their cannons. 

It’s easy to fly, you can soon 
be skimming through valleys and 
following roads shooting up con- 
voys in no time. The map has a 










strange time-space effect, 
go north off the top and 
you appear at the bottom. 
Einstein called this the 
"wrap-round" effect. The 
landscapes vary from 
deserts to chock-a-block 
with mountains. Missions 
take place at night, dusk and in fog 
as well as on glorious sunny days 
when you can see for miles. 

lf you know а friend with a 
Falcon then you can connect the 
two machines via the serial ports 
and fly your chopper in a head-to- 
head battle against them - an 
excellent feature. 


Visual contact 

The graphics are light sourced 3D 
polygons which means the colour 
of each face changes in relation to 
the light source - pretty groovy, 
eh? There are graduated shades ol 
colour in the skies and the land- 
scape adding a feeling of depth. 
Your helicopter is rather small and 
weedy-looking in the external view, 
a decent 3D shape wouldn't have 


| 


ЕН you арым an airfield on the miasion 
Н naves a lot of needless pushing and 
shoving later on. 


things with the axternal view. 


hurt. Most of the 3D shapes are 
simple — your cannon flash is a yel- 
low triangle — hardly impressive. 
The 3D world is respectably full of 
objects and moves fast, not blister- 
ingly so, but fast enough to keep 
things good and playable. There is 
a little slowdown when there are à 
lot of targets about. 

There are simultaneous sound 
effects and music, and the volume 
can be adjusted to suit. The engine 
note changes with your speed, but 
lacks punch. The cannon noise 15 
pathetic - hundreds of steel cannon 
shells blasted across the sky sounds 
like a damp squib. 

The Falcon's internal speaker 
doesn't help either. It's a waste of 
time, disable it at once. With some 
decent amplification from the 
headphone socket, things start to 
sound a whole lot better. Each mis- 
sion starts with à snatch af digi- 
tised speech offering some helpful 
advice. Looking over someone's 
shoulder while they play isn't quite 
the visual and aural treat you might 
have expected from a Falcon game. 


Debrief 

It's hard not to feel a twinge of dis- 
appointment when you first load 
Steel Talons. It doesn't look wildly 
impressive. The light-sourced 3D 
routines and colour graduations are 
quite pretty, but for the most part 
it looks very ordinary. Its not until 
you start playing that it shows its 
true colours. It's playable, it's addic- 


m 





EMoody dusk acana. 
Reminds me of a tima when... [ Cua 


tive - good heavens! it's a good 
game. Your helicopter is easy to 
control and the action is non-stop. 
The missions are fairly simple but 
they are varied enough to keep you 
on your toes. 

The Falcon needs games sup- 
port so any release is good news. 
Steel Talons won't set the world on 
fire, but it's a sound arcade game. 
Using old coin-ops means that you 
get games that have actually 
proved themselves, but you don't 
get innovation. 

The Falcon has enormous 
potential as a games player but 
Stee! Talons doesn't really stretch it. 
As 3D shoot-em-ups go its an 
enjoyable and playable blast. It's 
simple and fun, as long as you 
weren't expecting more you should 
be happy. With bags of qung-ho, 
death or glory style, flying it's a 
game that grows on you. 

CHRIS LLOYD 














Jets, pah. Give me a rotary-wing 
death machine any day, says Flight 
Lieutenant Charlton (retired). 


emember the truck- 

load of wonderful 

games that was 

ь promised for the 

Falcon? The games were all 
finished, but most have spent 
the last few years languishing 
in Development Hell. Step for- 
ward 16/32 Systems, bearing 
these hallowed bits of code. 
Шатаар and Pinball Dreams 
we liked, but what of Sfeel 
Talons, the Faleon-only 3D 
helicopter shoot-'em-up? 

The original Tengen coin- 
ор was a fast, colourful blast 
that involved flying a military 
chopper across a vector graph- 
ics world. The Falcon version 
of Steel Talons is as close as the 
"030 can get to matching the 
custom hardware in the 
arcade machine, and it's still 
fast, colourful and fun. 


Joyful padding 
Like LlamazZap, Stee! Talons 
uses the Jaguar PowerPad 
controller exclusively. The 
D-pad controls movement and 
speed, with up and down han- 
dling the 
chopper's 
accelera- % 
tion. А gadget 5 
ment 
panel 
shows 
your rela- = % 
tive speed, and although 
the chopper is fiddly to fly 
at first, you'll soon be hover- 
ing expertly and dodging 
about with the best af them. 
Two of the 12 buttons on 
the pad control your altitude. 


COMBAT MISSIONS 
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Coo, ifs gone all foggy — we must be 
fying over England. 


This takes some practice = it's 
all too easy to hit the wrong 
one in the heat of battle and 
drop yourself on to a moun- 
tain. The manual mentions 
holding [B] and pressing the 
pad down instead, but this is 
even more confusing. 

Your bird 
can fire at the 


enemy witha It gives a good 
sensation of speed 
— we kept ducking 
as planes went over 


cannon and 
missiles, using 
the [В] and [С] 
buttons. 
Cannon shells 
seem to go on 
forever, but you might run out 
of missiles. 

Steel Talons is divided up 
into missions, each with a spe- 
cific objec- 
y tive. Each 
3 has its own 

weather con- 
ditions, from 
standard 
у daytime 
Ў jaunts to 
night 

flights where you can't 
see much but the tracer fire 
streaking toward you. The 
first mission is a training flight 
- you have to follow squad 
leader through а series of 
loops – and then the real 
combat starts. 

The beef we had 
with most of the mis- 
sions was the time 
and fuel limits. Each 
mission has to be 
completed in a given 
time, although vou 
| can happily go over 
| it without knowing. 














Thoughtful of them to drop me in the Grand Canyon, eh? Just wat H I get back... 


game tell you vou've 
failed. Failure means 
you don't get much 
bonus fuel to carry to 
the next mission, and 
failing a few times in a 
row usually sees your 
chopper hit the ground 
with an empty tank. 
The only mission we 
managed to finish 
within the time limit 
was the training sortie. 
Combat is over 
simplified, but fun. When 
you're in range, 
either hold the 
cannon button, 
or pop off a 
missile when 
the sight shows 
you have a 
lock. Repeated 
cannon fire 
takes care of anything, but jets 
require some careful stalking 
and a missile up the tailpipe. 
It's fun lurking in a valley, 
waiting patiently for that 
pesky chopper to dawdle 
around into your sights... 


And out to the left 
The graphics are impressive = 
the polygon landscape seems 
to take advantage of the 
Falcon's expanded palette, 
and the scenery belts about 
with alarming speed. Your 
default view is from behind 
the chopper, but pressing the 
[Option] button zooms into 
the cockpit for added realism. 
Flying at full whack and 
dodging between mountains 
in this mode is great fun, and 
gives a good sensation of 
speed - we kept ducking as 
enemy planes went over. 

Sound varies from excel- 
lent to awful. The sampled 
speech is used to good effect, 
and the rousing military tune 
at the mission select screen 





The Training Mission is simple enough. and a chance to 
get to grips with the controls 


helicopter engine sound from 
is beyond me, though. А rat- 
tling squeak, it's as close to 
the real thing as I am to Brad 
Pitt = yep, that's saying some- 
thing. It really gets on your 
nerves after a few missions. 
Steel Talons isn't a brilliant 
game, but it's fast and slick 
enough to go back to, even for 
a quick blast. If you persevere 
with the controls, it's an enjoy- 
able experience - not red hot, 
but certainly worth a bash. stf 
FRANK CHARLTON 








| Product: Steel Talons 
| Price: £24 
Contact 16/32 Systems 
Тн: 01634 710788 
Min system: FalconQ30, Jaguar 
PowerPad 


Talons 


E Fast and colourful 
Е Lots to shoot 
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E Controls take practice 
B That engine sound 


In short... 








- entertaining even if you 


Above-average blasting fun, 


83% 






Only when you've 
finished does the 


gets you in that gung-ho 
mood. Where they got that 


The Mission selection screen offers a choice of excursions. 
Gentlemen, to your whirlybirds! 
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he second Falcon release from Daze 

is Transarctica, which was reviewed 

back in April, when it received 89 

per cent on the ST and just missed out 
on the much coveted Gamer Gold award. 

Transarctica is more a trading simulation 
than an action/adventure game. 1/5 set in the 
future where the world has been ravaged by 
the Greenhouse Effect for many years. 

Scientists had devised a way to shield the 
earth from the sun’s harmful rays by planting 
two large nuclear devices at the poles which 
when exploded would throw up dirt, steam 
and other debris to block the sun's heating 
rays. 

Untortunately the scientists miscalculated 
and the world was plunged into an intense 
nuclear winter. All civilisation breaks down 
and the ground freezes over. 

Trains are apparently the only transport 
that works any more and because of this the 
currency has changed into coal. The compa- 
ny that owns the trains have found out about 
a plan called Operation Sun to make the 
Earth warm again, but if this happens they'll 
lose everything. 

Anyone standing in the company’s way 
gets speedily killed. 1/5 your job to find out 
about Operation Sun, so you decide to steal 
the company’s biggest train, the Transarctica. 
You then trade with various towns and cities, 
build up the Tronsarclica and solve the mys- 
tery of Operation Sun. 

Transarctica is similar to Ishar in that it 
hasn't been re-written, merely enhanced. The 
graphics now have a wondertul 256 colours 
rather than the usual measly 16. The art was 


TRA 


H The indian 





city of Bhopal 
used to be a 


sub-tropical 


The threat of global warming 
has inadvertently plunged the 
world into a nuclear winter. Sci- 
entists tried to correct the 
greenhouse effect by detonating 
A-bombs at the earth's poles, 
but it's gone horribly wrong. 

The world is now in thrall to 
the Viking Union, a hugely power- 
ful organisation which controls the 
only means of transport - huge 
lumbering trains inhabited by the 
few human survivors of what was 
called Operation Blind. 

Transarctica is the story of one 
of those trains. You're responsible 
for traversing the world, trading 
with remote human colonies and 
trying to uncover the mysteries of a 
forgotten past — do this and you 
can ensure the world literally has a 





Take a trip on a train in this new 
enhanced and improved trading 
game from Daze... 


pretty amazing in the first place, but now 1/5 
even better. 

There is, thanks to the Falcon's new sound 
chip, a whole range of new and improved 
sound. The music is that bit more dear 
and enhances the whole game, as do the 
sound effects. 

Transarctica also runs faster than ће pre- 
vious version on the ST. It’s not all that notice- 
able, but it just shows you what else a Falcon 
can do. As both of these games have merely 











brighter future. The first thing you 


notice about the Falcon version of 
this game is the sound effects and 
music - they lend a whole different 
atmosphere to the game than in 
the ST version. This is particularly 
evident in the train battles where 
ear-shattering explosion and 
machine-gun samples raise the ten- 
sion level. 

The graphics have also been 
enhanced - there are more, richer 





been enhanced, you can imagine what a 
game specifically written for Atari's new 
beast will be like. Incidentally Ishar and 
Transarctica are the only official Falcon 
games available at the moment. 

This version is really good, and if you 
own a Falcon go out and buy it. Otherwise 
it's not worth splashing out the extra cash. 
You can get it cheaper through Daze. | 

JONATHAN MADDOCK 


look at that? 
Sexy or what! 
The Falcon's 

pops 











colours on-screen and the whole 
game feels much more realistic. 

What you can't ignore is that 
Transarctica is seriously flawed as a 
game concept — guiding the little 
train around the rail map remains 
tedious and a succession of pretty 
static screens don't really compen- 
sate for a lack of action. 

Even the train battles fail to 
grab the imagination as you shunt 
backwards and forwards trying to 


B Az you build 

| up your train 

| you fall under 

constant attack 
rom the Viking 

" Union, he noe 

the missile 


launcher. 
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| Tronsarclico isa 

| brilliant game that 
| now contains 

Î improved але: 














| better choice 


Daze 
Silmarils 


| Pub һө! > 
Developer > 

| Disks > 

Price » 

HD Install » 

оте > 


take pot shots at the Viking Union 
train alongside. 


Verdict 

Like Ishar, Transarctica takes the Fal- 
con's extra capabilities and tries to 
make something of them - there 
are more colours, great sound sam- 
ples and quicker gameplay. How- 
ever, it's hard to get worked up 
about trains and this version is 
unlikely to do it for you. 


ROB MEAD 
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Б ің [Е 
£29.99 Silmarils/Daze 
т 071 328 2762 
Ра Fale ron030 only 
LI sures асыр 
Hard drive installable 
E More colours and faster 
gameplay turns 
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Stroke yer’ coke and keep the 
engine running smoothly 


lot of grown ups like to buy 
train sets "for the kids". Most 
of them end up playing with 
them themselves and the poor chil 
dren are left watching and waiting 
for the footy to come on the telly so 
they can have a go. Well, here's à 
train set that is for you overgrown 
kids 
Following an attempt to reverse 
the damage done by the Greenhouse 
Effect, in the year 2022 two Thermo 
Nuclear devices are exploded simul 
taneously at the pole of good old 
Plant Earth. The idea is that the dust 
and steam thrown up will create rain 
and deflect heat. The experiment 
fails, plunging the world into а 
nuclear winter 
The outcome of all this is that the 
survivors evolve into a society that 
travels around in huge trains, going 
from station-town to station-town to 
trade and survive. The railways are 
controlled by the Viking Union, a 
huge corporation that also controls 
the coal mines, supplying vital fuel 
for the trains. The Union does not, 
however, own the trains 
This monopoly of the transport 


Ihe graphics take apt advantage 
of the Falcons 256 colours 





system is what you have to fight in 
your quest to return the sun to a cold 
world. You play the captain of one of 
these trains, the Transarctica. Your 
job is to ensure the continuing sur- 
vival of the train, avoid conflict with 
the Union and look for the clues that 
will help you to restore the sun. The 
game is controlled with the mouse 
and takes place in real time — one 
sec ond equals one minute The menu 
takes you to the individual control 
screens. The main one you need first 
is the engine room 

By clicking on the left character, he 
Starts to shovel Lignite into the fur 
nace and the right character shovels 
the Anthracite. A man standing at the 
back controls the direction and a 
panel controls the speed. The map is 
also controlled by using the mouse to 
click on the junctions to change the 
points. Watch out for other trains and 
mammoths on your travels. Each 
town can offer a different range of 
options. 5ome let you trade, others 
give you information and some even 
let you recruit soldiers. Stations will 
repair, destroy and move carnages at 
your request. You need to survive first 
and restore the sun by 
looking for clues on your 
travels 

There is a lot to this 
game, so dont expect 
to master it in one sit 
ting. There are nine 
controls in the engine 
room alone. The manual 
is extremely useful, 
not only for giving 
instructions, but also for 
copy protection. While 
you are playing, the 
Viking Union will ask 
vou for verification of 
your identity Dy quoting 
from the handbook. If 


The second game 
from Silmarils is an 
ecologically-aware 
adventure set during 
a nuclear winter. 
Rob Redfurn dons 
his imitation fur 
coat and stokes the 
boiler... 





This control map is reminiscent 
of a BR signal box! 
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you don't have this avail 
able, you'll find your 
journey cut short very 
quickly 

Ггапзагсиса is a great 
game to play with lots to 
do and plenty to keep 
the old grey matter 
busy. This is one you 
won't put down in a 
hurry. The ST version, 
allowing for the limits 
of 16 
superbly drawn and the 


colours, was 


extra colours available 
on the Falcon enhance 
and improve the game. Connect the 
sound output to your hi-fi for the full 
effects of the 8-bit stereo sound. This 
game shows what 256 colour mode 
and 8-bit stereo can do. just imagine 
what games will look like when pro 
grammers produce True Colour, DSP 
processed sound and graphics! 

As with /shar, Transarctica can be 
bought directly from Daze Marketing 
for the reduced price of £27.99, à 
saving of £5 on the list price 





PROS AND CONS 


Quiet sound 
through a monitor 











A definite strategic 
problem has 
reared its head 


"A good game show- 
ing the early poten- 
tial of the Falcon" 


NAME: TRANSARCTICA 
COMPANY: DAZE MARKETING 
CONTACT: 071-328 2762 
PRICE: £32.99 (SEE BOX) 
RELEASE DATE: OUT NOW 

MIN MEMORY: 1MB 

HARD DISK INSTALL: YES 


PRODUCT REVIEW 
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Towers II adds а new dimension to Atari role-playing 
games! Nial Grimes waves his magic wand and conjures 


up a 3D, texture-mapped report... 


hekê are rumors of Lamint"s 
‘elite guards not ceturning 
from a quest. He were asked 


to see Farale, 


the пен 


Sheriff. He then told-us 0 


about a Lord named. 


equels are usually a thinly 
disguised attempt to milk a 
successful $ame, but Towers Il 


is different; verv different. In 





fact, you'd have trouble estab- 
lishing any link between the somewhat 
dated presentation of Towers 1 and the 
streamlined sophistication of this new, 
Faleon-only role-player. 

The game is set in a land full of 
magic and your quest is to overthrow 
an evil astronomer called Daggan. Brush 


past the carefully woven plot and the 
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The atmospheric 
intro sequence 
explains just 
enough to whet 
your appetite 
for the game. 


Navigation can be 
difficult but the 
mapping system is 
always on hand to 
help out. 


gameplay can be summed up in two 
words — exploration and survival. This 
involves finding kevs to open doors and 
hoarding any objects that you think 
might be useful — after all, the members 
of the council have promised to let you 
keep as much loot as you can earry out 
of Daggan’s tower! 

Although the graphics look similar to 
most other role-playing games on paper, 
thev're actually three-dimensional. This 
Gives you total freedom in wandering 
around the complex = move the mouse 
to the left, and the view swings in the 
appropriate direction, slide it forward 
and the character begins to walk. It's all 
verv natural indeed, but it's з. E 
also very easy to get lost, 
until vou realise that your 
everv step is carefully record- 
ed by the auto-mapping sys- 
tem. Interaction with the 
scenery is equally easy; 
objects ean be dragged to the 
inventory and the left mouse 
button swings the eurrent 
weapon into action 

As you wander through 
the decidedly green corridors 


vou will come across some 


TOWERS II-PLIG 
§ 


* Falcon only, 24b memory 





spell scrolls. Its here that the attributes 
of the four available characters come 
into play — Gerand is ideal for beginners 
(owing to his strength) but more experi- 
enced players might preter Merton's 
wisdom (and therefore magical powers). 
Once you've progressed past the initial 
“can't survive for more than two sec- 
onds” stage, each game can last several 
hours. However, vour progress can be 
saved at any point and the music 
remains soothing throughout. 

Towers II is a role-playing game for 
the masses and a real time-guzzler. It 
combines some strong RPG atmosphere 
with a sizable portion of action and 
shows off the Falcon very well. It does 
lean strongly towards the adventure end 
of the gaming spectrum, but at least you 
don't need to own an anorak to enjoy 


playing it... 






Towers’ 3D graphics add atmosphere to a very competent 
role-playing game. 
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Towers 2 


Plight of the Stargazer 
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неге seen at his tover. But 


ack in issue 61 
we reviewed 
Towers, an 
impressive 
American RPG that 
used a dungeon 

theme throughout. It 
faithfully followed the 
style set by Dungeon 
Master, a 3D RPG that took the 
16-bit gaming world by storm. 

This Falcon-only sequel to 
Towers follows much the same 
theme as its predecessor, calling on 
stats, exploration, doors, mazes 
and puzzles, but it's the changes to 
the game's engine that make this 
an entirely new experience. Towers 
2 offers a free-moving 3D experi- 
ence, previously unseen even on 
the STE and Falcon. 

It's a thrilling experience to 
see texture-mapped walls flying 
past in true, real-time 3D. Whereas 
the original had you moving for- 
ward whole squares and turning 
in 90-degree steps to keep to the 
grid style of the map, Towers 2 lets 
you move about simply by sliding 
the mouse around the screen, con- 
trolling not only direction, but also 
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movement and speed. 

This is a powerful 
graphic engine, around 
which has been built à 
classic and attractive 
role-playing game. 
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Thankfully, the authors 

have resisted the temptation to 
include a gun and call it Doom. 
Although Towers 2 has a new, fresh 
pace, this is still a role-plaving 
game in the classical sense. There 
are people to 
fight, dungeons 
to explore, 
objects to find, 
spells to learn, 
food to eat, and 
all the other fea- 
tures that made 





Movement is easy and 
fluid, enabling you to 
explore large areas 

without getting bored 


EA: examined: not a Басе; 





From the outset, and right the way through, Towers 2 looks absolutely gorgeous. 


than just having a different view 
click into your vision. 

And the amount of work you 
have to do has been decreased dra- 
matically. Fighting is simply a case 
of walking up to someone and 
clicking your mouse to lunge or 
defend, and object manipulation is 
carried out in a similar way. You 
only need to use the keyboard 
very occasionally, because the 
game's dual operation system 
enables you to toggle between 
movement and object manipula- 
tion without 
having to go 
through the 
lengthy process 
of icons, menus 
or stat boxes. 

Game engine 
aside, Towers 2 








Towers such а 

good game. What's different is the 
way you play. Movement is easy 
and fluid, enabling you to explore 
large areas without getting bored 
or lost. And it's much easier to 
keep track of where you are and 
which way you're facing, because 
you can see yourself turning rather 





That's right. He's dead, and it's because | killed him. Me. This is a deeply satisfying game. 


Me. I did it. [Simon somatimes misses the point af games like this — 


everyone else) 


excels graph- 

ically. All the objects are rendered 
in full 3D, so you can walk 
around them and view them from 
several angles. The artwork, from 
the intro sequence to the illustra- 
tions, is of a high quality, and full 
use has been made of the Falcon's 
colour and speed abilities. 

Towers 2 also features atmos- 
pheric tunes, which play unobtru- 
sively in the background, and 
samples to mark most events in 
the game. And it's in stereo, so 
you can plug in a pair of head- 
phones to get an extra a sense of 
direction and some idea of where 
that arrow just came from. 


T a PS " 
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Towers 2 has а downside, though. 
No real advances have been made 
on the original plot = you still 
wander around, killing people, 
collecting things and solving puz- 
zles. Take a look at the Ishar 2 
review on page 34 to see how 
much could have been added in 
the way of characters, psychology 
and plot. The majority of the char- 
acters have only one line to their 





names, and while they have the 
good sense to run away when you 
pick on them too much, that's 
about all they have. A Dungeon 
Master-style interaction box, which 
would give you a choice of what 
to say as well as a range of 
responses from the people you talk 
to, would certainly have improved 
the game. 

Following in the classic role- 
playing game theme, but introduc- 
ing a highly effective game engine 
that gives the game style a whole 
new lease of life, Towers 2 dis- 
penses with the traditional prob- 
lems RPGs face (they can often be 
slow, confusing and irritating) and 
enables you to explore the dun- 
geon as though you were really 
there. Unfortunately there's no 
option to cower in a corner and 
cry. Towers 3, perhaps... stf 

SIMON FORRESTER 


Towers 2 


^^, £2.75 trial version 


|, £19.95 complete version 


= Goodman International 
| t 017/82 335650 


- Minimum system: 
Falcon030 only 
2MBytes of RAM minimum 


HIGHS 
B New, improved 3D engine 
um E Looks and sounds 
beautiful 
B Classic RPG gameplay 


) LOWS 


E Gameplay lacks depth 


А classic RPG with beautiful 
graphics and a game спале 
їо таке 

| your granny 


die of shock 


page 
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Look, can't we just talk about this... 





Float like a butterfly, sting like а 
bee and rip your opponents head 


off like a raving lunatic. 


iolence doesn't 
pay, but it certainly 
makes you feel bet- 
ter. There is noth- 
ang more satisfying than 
spending a relaxing Sunday 
afternoon beating your oppo- 
nent to a bloody pulp. - 

With this rather disturbing 
thought in mind, STeam has 
released a Falcon version of 
The Ultimate Arena, the beat- | 
'em-up which Nick drooled | 
over way back in issue 74. Our 
valiant editor put his head on 
the block by saying that the 
` Falcon version promised to 
look even better than the origi- 
nal. Now it has finally arrived’ 
we can find out whether his 
prediction was correct. 


Literature 

As far as the plot goes, very 
little has changed since the 
original edition = the scenario - 








Sandy was swiftly pulverised and hence didn't have a 
chance to gaze at the lovely scenery. 


-as a wild tiger, 


oof. Guess not, then. 


still manages to make your 
average comic look like high 
literature, You play either 
Terry or Sandy оп а quest to 


join the elite group of Ultimate 


Fighters. To achieve your goal 
you must simply maim and 
destroy a whole host of 
Indiana Jones and Terminator. 


lookalikes. Sounds simple, 


doesn't it? 
- Think again. Like the ST 
version, Ultimate Arena for the 
Falcon proves to be more chal- 
lenging than your e merase | 
beat-' em-up. 
Ignoring the 
fact that your 
opponents arê 
about as gentle 


it is possible to 
be knocked off 


Sandy) can step 


‘Chen Fu, a ninja 


The new charac- 





Wrench your 0 

enemy's head from 
his shoulders and - 
sling it into the air 


| GAME REVIEWS 


any of the play- 
ers at the push 
of a button. 
Those bored to 
tears with Terry 
and June (sorry, 


into the shoes of 
Serena or Kato 


who could 
show Hong 
Kong Fooey a 
thing or two. 


ters bring with them a whole 


catalogue of special moves, but 


once again you need to be 
: cautious, 
because some 
secret moves 
can cost vou 
energy and — 
leave you 
vulnerable. 
We must 





the edge of the 


playing area or electrocuted on 


the fence. If that isn't enough, 
| you also need to watch 


suffer in each bout, 
because you only | 
recover part of your 
energy between fights. 


Medicine 
If you take too many | 
hits in an early round 
you won't have much 
chance when уои come 
up against tougher foes, 
such as the nasty skele- 
. tal warrior and two- 
hidden adversaries. 
Fortuna tely, anovice 


| stage has been added, 


bolts and brush up on 


The biggest 
improvement is the 
Rampage mode. Itis . 
now possible to select 


how much damage you ; 


enabling you to practice - 
hurling your lightening | 


your deadly pirouettes, 


also mention 


-the new Mortality feature. 
Using a certain combination of 
moves while the red light is 


flashing results in certain 
death for your opponent. It 


is quite worrying to find 


yourself jumping up and 


down with joy as vou wrench. 


your enemy's head from his 


shoulders and sling it into the 


air in an arc of blood. 


Mathematics 
However, the most bizarre 


addition has to be the hidden 
 Breakout-style puzzle game. In 


the middle of all the gore and 


Mindless violence it is possible 
_ to switch to a rather dated 


and, to be honest, dull, bat- 


and-ball game. Despite its 
tedious nature, the promise of 
200,000 extra points and | 


access to the cheat mode 
makes it worth persevering 


with this puzzle. 


The additions to. gameplay 
make up for the fact that 








And so the alien tiptoed over and calmly ripped my face off... 
which was nice. You meet some charming people in this business. 


visually there isn't much 
difference between the Falcon 
and ST versions. While the 
backgrounds are slightly more 
detailed, the character sprites 
are no different from the origi- 
nals. Nevertheless, as the only 
beat-'em-up specifically writ- 
ten for the Falcon, The Ultimate 
Arena still reigns as supreme 
champion. It's fast, fun, violent 
and well worth £20. stf — 3 
CAVAN: SCOTT 


Ultimate Arena Falcon 
. £20 (Upgrades £10) 
act: Steam, Service 
Commandes, BP 100, 68220 
Hegenheim, France 
Falcon 030, 4Mb, 
colour monitor and hard disk 





T Extreme violence was never 
B so much fun, or so painless. 
Tyson, 
eat your 
heart out. 
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vare house Caspia 

as dropped је 

ап іп Tay ; 

ech pursuit: the T: 

exact The developer f the 

er game Rock N'A m« 

ist released its ес! venture 

the world I І ítware 
Zero- 5 

it's STe and Fa specific so 


it produces some pretty stunning 


effects, taking fi advantage 
of the machine's hardware 
DMA sound, Blitter scrolling and 


digitise 1 speech are just some of the 
feature: па! await you in this 
shoot -em-ul 


A space sett na? It's hardly an í nig 


inal ncept for a game admittedly 
but once you load up Zero- 5 vou wil 
see that there's more to it than meets 
the eye 


While the storyline is lacking in 
originality, it's not exactly crucial for 
this kind of game. In brief it goes 
something like this: a new quantum 
particle, the Muon, is discovered, 
a high eneray thinay that could 
provide an alternative energy source 
Scientists develop the first Muon 


acceleration chamber which results 


апа energy ompanid : of LJ ти 
government 


ТЬ ead: 0 ome pri rye Dt na 


Missions 
down on 
the planets’ 
surfaces 
provide 
variety. 


Product: 
Zero-5 
Company: 
Caspian Software 
Contact: 
0181-880 4450 
Price: 
£24.99 


SYSTEM 
Minimum Memory: 
1Mb STe/4Mb Falcon 
Resolution: 

ST low 


Computer: 
STe/Faicon 




























The lowdown on 
your deluxe 
Perseus space 
cruiser... 


LIVING DAYLIGHTS 


Whatever the story-line. it all results 
roughly the same thing: you pilot 
spacesnip around the galaxy, 

DIasting the living дау! ants out of 

anything that gets in your way! 

You have just finished your pilot 
training and (in best car salesman 
voice) you can now be the proud 
owner of a Perseus space craft that 
ises the latest Hyper Corporation 
Muon drive and can trave а! 
89112 iight speed The weapor 
with this particular model is a HitPak 
Kenetic MkZ pulse particie beam and 
each bolt of charged particies is able 


to deliver a 305.68 TerraWatt energy 


UP AND 


Get ready for take off as Tina Hackett 
hops into her go-faster striped spaceship 
to take a look at Caspian's Zero-S... 


AME PLAY 





release over a 3km range (Oooh.. 
Ed). Sir will also see that shielding 
of the craft is formed via Muon- 
energy-capacitance. A snip at half the 
price! 

At first it's quite a weird game to 
get into. The action is viewed from 
an "inside the spaceship, looking 
through the windscreen” (or what- 
ever the spaceship equivalent is). 
Control is via an Atari power pad or 
mouse — play it for a while and it all 
seems to fall into place. Control 
becomes instinctive, and it's not long 
before you're flying round, looking 
for alien spaceships on your radar 
and, with a press of the mouse 
button, blasting the enemy 


KNOW YOUR ENEMY 


And iust so you'll know the enemy 
when you see them, there's a section 
describing the spacecraft, how easy 
they are to defeat and all the other 
important stuff you need to know. All 
this is shown through great polygon 
graphics and an authentic computer 
terminal look 

The actual space environment has 
been well created — flying forwards is 
very realistic. On the missions, you 
get to fly to various planets and 
there's some excellent polygon 
graphics creating the 3-D effect. And 


How annoying — enemy 


ЗЕТЕ fighters have different 


flight patterns... 


The story board intro 


gives you the lowdown 


on your mission. 


яғ” — э 
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environment. 


for the Earth, Caspian has used 
bit-mapped graphics to create the 
planet's surface. A lot of attention has 
gone into creating the introduction 
which sets the atmosphere nicely. 
The story is conveyed through anoth- 
er computer terminal and provides 
pictures with a narrative of the events 
leading up to your mission. Zero-5 
also gives you a brief history lesson 
with pics of John Kennedy, following 
the first moon landing and then the 
ultimate question, "Is anybody out 
there?" 

Sound is quite superb with excel- 
lent music throughout and some 
smart digitised speech (if you have 
more than 1Mb of memory). Music is 
by Dave Newman of Sleepwalker 
fame. When you're actually in battle 
and the enemy spacecrafts are flying 
at you left, right and centre, you do 
get a real sense of excitement. The 
graphics as the ships fly towards you 
are pretty astounding and when they 
explode — wow! Sound-wise you get 
to hear a good blast and with the 
colourful explosions you get that 
satisfying gloat of wiping out the 
enemy. 

However, there are a few prob- 
lems. If you play the game from a 
single floppy drive, you get plagued 


"PERSEUS" 


DEEP SPACE ATTACK CRAFT COSAC] 








Polygon graphics create a great 3-D 








Track down the enemy and shoot, shoot, 
shoot! 


by lengthy disk swapping, although 
those of you with a hard disk or 
second drive won't be affected. The 
game ends after only three lives are 
lost - without any "save game" 
option - and creating pilot databases 
also seems to be more fiddly than it 
needs to be. 


TAKING THE P.I.S. 


Zero-5 is a huge game. Caspian 
Software will be bringing out mission 
disks for when you've tried your skills 
on the 16 available. Also, there is PIS, 
the Personal Image System where 
you can send your photograph in 
and have your own personalised 
Status disk so that you appear in your 
own game! Hmm, it could start a 
trend - maybe platform games will 
have you appearing as the main 
sprite or someone'll come up with an 
adventure where it's your own ugly 
mug that appears as the dashing 
young knight! 


IERDICT 
VERDICT 


Overall, the game is definitely worth 
a bash at. Even if you already have 
millions of shoot-'em-ups, Zero-5 
offers a different concept to the 


Your advanced 
weaponry is a 
fair match 
against the 
aliens. 


others. There's no other game 
like it on the ST and for this 
reason alone it's definitely worth a 
look. 

Once you're into the game, the 
gameplay is very addictive and 
there's lots of missions to provide 
longevity. It's nice to see a shoot’- 
em-up that doesn't pretend to be 
something else. 

By that | don't mean it's easy, but 
if you're the type that prefers the 
trading parts in Elite rather than 
the blasty bits then this might not 
be your cup of tea. The difficulty level 
is about right, with the levels 
becoming increasingly harder, so 
shoot-'em-up fans, dive out for a 
copy and you'll be guaranteed hours 
of blasting mayhem! 


Trak- CAV 001 
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"CE*RI^ INTELLIGENCE DATA CORE 


Check on the enemies you'll be up 
against. 


SUMMARY 


Polygon graphics create the space 
environment well 
Digitised speech is used to good effect 


Explosions are well created giving a 
Satisfying 01а51- ет-ир feel 


A fair bit of disk swapping for 
single floppy users 


Laser lire accuracy can be 
tricky at first 


"Zero-5 is quite unique as far as 
ST shoot-'em-ups are concerned with 
great graphics and sound. Highly 
playable — well worth buying. " 


The 
launch 
sequences 
are well 
worth 
watching! 


OVERALL 
% 
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GAMES 


E Liamazap, the game to separate the 
girls from the boys, and the men from Ж 


the, er, llamas. No, that's not righ ore 
m у: 


So the Falcon isn't a games machine, eh? It 
seems Atari are marketing it as a "niche" 
computer because of its high-end capabilities, 
but a cynic would say that they're not 
plugging it as a games computer because it's 
too expensive. Shock, horror... 





: couple of years ago the 
| ST entertainment mar- 
n ket was thriving, with 


games being released left, right 
and upwards. Now it seems to be 
reliant upon budget games, with 
only a handful of software houses 
developing new products. What 
happened? Four million STs, that's 
how many there are, so there's cer- 
tainly no shortage of games-buy- 
ers.  Piracy is obviously а 
contributor to its downfall; but 
sadly the main cause of the ST 





LLAMAZAP 


ATARI/LLAMASOFT 
TA REVIEWED STF 51 

' Jeff Minter, fabled pro- 
grammer of Liamatron, 
Revenge of the Mutant 
Camels and Defender 2 for 


the ST, finally gets his mitts on a 


Falcon with Llamazap as the result. 

This is the first true Falcon 
game, because the other four 
games below are all upgraded ver- 
sions of existing ST games. That 


games market downfall is that the 
ST is just not fashionable anymore. 
Its à great and capable machine, 
as we all know, but developers just 
seem to have lost interest. 

From this experience, Atari 
are marketing the Falcon as a high- 
end X graphics/music/multi-media 
monster; a role into which it 
undoubtedly fits. But are they sell- 
ing their baby short? Well, yes, 
they are, really. After all, people 
who buy a computer don't neces- 
sarily want to use it for one pur- 


Llamazap is weird comes as no sur- 
prise to Llamasoft fans, but it 
seems that Minters gone com- 
pletely ape-crazy with his ideas this 
time. The main nasties include 
homing cows, killer sheep and 
giant mutant fish from hell; and the 
game takes you to a sub-atomic 
level, above a planet's surface, 
outer space and inside a honey- 
comb. There are elements of 
Defender here, but this is a shoot- 
'em-up for real shoot-'em-up fans – 
sunday drivers won't last five min- 


pose. Take a peek into most ST- 
equipped music studios, and after- 


hours you invariably find 


utes. Its colourful, it's fast, it's 
imaginative and playable - but 
most of all, it's a standard by which 
all other shoot-'em-ups are going 
to be judged. 

Yeah, that's a cliché, but play 
Llamazap and then tell us we're 
wrong. Worth buying a Falcon for. 


STF RATING: 91% 


B Right, let's try again. Ahem. 
"Llamazap, the game to sort the men 
from the boys. And llamas. Doh!" 

© Crap Captions A Us 1993. 










B8 Whoever said 
that the Falcon iz 
no good for 
games? Not us, 
that's for sure - 
just take a look at 
these graphics 
and wait till you 
see them move... 


musicians playing Gunship or 


Rainbow Islands. Equally, today's 
game-players are tomorrow's high- 








ISHAR: 
LEGEND OF THE 


FORTRESS 

DAZE MARKETING /SILMARILS 
REVIEWED STF 47, 

This is more like it. /shar is widely 
considered to be one of the best 
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role-playing games on the ST, and 
this Falcon version improves on 
the graphics and sound making it 
an even better experience. 

The difference between this 
and the Falcon version of Transarc- 
tica is that /shar's a stupendously 
large game for the ST, which is rich 

and varied in experi- 
ences and graphics. 
Mo sign of a dull 
moment here; so а 
-direct port of the 
ST's датер!ау over 
to the Falcon is 
more acceptable. 

If you're into 
RPGs with colourful 


a "Oi! What was that 
you said about my 
mate wearing 

a nappy?" 











Ishar's 

got one of the best. Evil Krogh has 
unleashed the "forces of darkness" 
upon your kingdom, an action 
which is considered by your people 


storylines, 


as somewhat  unfriendly, and 
you've been chosen to beat him 


а Urgh. This horrible beast 
looks pretty menacing, 
doesn't he? Wouldn't 
fancy meeting him 
in a dark alley. 
Especially when 
he's wearing those 
fetching Kotex 
pants. They're 
curved for extra 
protection - and why 
not? After all, large 
monsters are. 
off. One great advantage 
of Falcon /shar over the ST 
is in terms of speed - you find 
that moving around the landscape 
is a lot quicker and easier. 
However, although this does 
improve the game, this has to be 
because of the speed of the Falcon 
rather than clever programming. 
STF RATING: 82% 





end computer users, who look at 
the Falcon as a system which they 
can use both as a games machine 
and a serious workstation. Every 
computer is geared in some way 
towards entertainment, and it so 
happens that the Falcon is better 
equipped than most. There. 

So, we haven't seen the great 
rush of games for the Falcon that 
some have predicted. Not only 
that, but we're not likely to, either, 
until Atari drop the price to a real- 
istic level and convince both the 
public and developers that it's a 
viable platform to produce games. 

Anyway, if you own a Falcon 
you want to get some kind of 
entertainment out of it. And thank- 
fully there are some developers - 
mostly German and French, 
because Atari machines are tradi- 
tionally more popular in those 
countries = who have been beaver- 
ing away to satisfy your needs if 
you have already bought a Falcon. 
The result is that there are now five 


ISHAR 2 
DAZE MARKETING/ 
SILMARILS 


` REVIEWED STF 52 
Д Can you tell what this is 
yet? Traditionally, sequels 
have a tendency to be dis- 
appointing compared to the 
originals, but in Ishar's case the 
sequel is much better. 
The graphics are colourful 
and well-drawn, the sound effects 
create а brilliant atmosphere, and 





complete games - 
yes, actually-on-sale-type - com- 
plete, with another two or three 
very nearly finished. 
Thats а definite 
"very nearly,” апа 
we know this 
because we've seen 
them, you see. You 
certainly won't find 
any false promises in 
ST FORMAT. Ooh no. 
Together they show good 
promise for future games, so let's 
hope that all the other software 
manufacturers follow suit and get 
developing, and at last do the Fal- 
con justice as a great entertainer as 
well as a stunning workstation. 


the eight-track music shows off the 
Falcon's sample playing ability. 

The gameplay is much the 
same, so if you've played the origi- 
nal there are no real surprises 
except for a few neat additions 
such as a location map of the land. 
This feature is particularly useful 
because each area of the game 15 
absolutely huge, and there are 14 
different areas to explore. 

One downer, though, is that 
each area of the game must be 
completed before moving on to the 
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EVOLUTION DINO 


DUDES 
IMAGITEC/ATARI 
Otherwise known as Humans, 
Dudes are stuck in 
Lemming-like situa- 
tions and need 
rescuing. 


E The Humans 
re-incarnatecd 
аз Dino Dudes. 


RAIDEN 
IMAGITEC/ATARI 


Conversion of the smash-hit 
coin-op shoot-em-up. Nearly 
complete, and it looks promising. 


E Even the test graphics for Raiden 
look good - it plays brilliantly, too. 


Coming attractions... 

Mini Fi BA Info 
Parx 
Lankhor 
Dangleware 


Black Sect 
Oxyd 


next, which makes the 
gameplay a little more 
linear than it should 
be. Still, the waves of 
appreciation which 
went to /shar go to 
shar 2. Superb. 

STF RATING: 90% 


Bln lshar 2, you get to 
choose your team from g 
a travelling band of 1 
brave warriors. (That's 
not including the old git, 
of course.) 


Road Riot 4WD 
Steel Talons 
Yuppies Land 
sukiya 
Tornado 


Atari 

Atari 
Euro-soft 
Lankhor 
Digital 
Integration 


Way, way, way in the 
future... 

Alone in the Dark 
AVSB Harrier 
Cyber Assault 
Unknown Ocean 


Infogrames 
Domark 
Koveos 
Excelsior 


And finally... 
SPACE JUNK 


IMAGITEC/ ATARI 

The long-awaited space epic from 
Imagitec. They promised it 
months ago, but they're having 
trouble cramming so much in... 
so they say. Looks promising, but 
we're reserving judgement. 


VROOM 2 

LANKHOR 

Is it or isn't it? Soon to be 
released as F1 on the ST in the 
UK (damn, these mnemonics), 
Atari lists the Falcon version as 
available now in France. Lankhor 
say "there won't not be anything 
for the Falcon." 50 it's up to you 
- who do you believe? 





BLemmy's career took 
a dive after "The 
Ace of Spades." 
Now he makes 
his living as a 
chiropodist... 





NO SECOND PRIZE 
THALION =< 

REVIEWED STF 48 

Racing games are nearly always 
the same. Lots of jerky little cars 
wobbling around a supposed 3D 
track, trying hard to recreate the 
atmosphere of a racing circuit and 
failing miserably. 

Occasionally we see a game 
arrive on the ST which really is 
good, and goes some way to 
improving the genre - Vroom did it 
a couple of years ago, with its 
speed and exhilarating action; and 





more recently Formula One Grand | 


Prix from MicroProse stunned 
everyone with its sheer realism. 
We don't get many motorbike rac- 
ing games though, so No Second 
Prize on the ST came as a bit of a 
surprise because it's very good. 
Riding motorbikes at high 
speeds around a track is much 
more difficult than driving a car, 
which is а good job because con- 
trolling your bike in Prize is bloody 
difficult. This is compounded in the 
Falcon version because it's a lot 
quicker than on the ST, but again 
once you've played it for half an 
hour you get the hang - and then it 
becomes brilliant. ‘Nuff said. 
STF RATING: 71% 


B Thanks to the remote helicopter 
| View, you can keep an eye on the 
leaders while you bring up the rear. 


TRANSARCTICA 

DAZE MARKETING /SILMARILS 
REVIEWED STF 48 

Trains. Nuclear winter. Trains. Bar- 
ren, frozen wastelands. Trains. 
Trading in woolly mammoths. 
Trains. Gangs of railway-hogging 
bandits intent on your demise. 
Trains. Trains. Trains. 

That, in essence, is Transarc- 
tica. The railway is the only means 
of transport after a nuclear acci- 
dent, and luckily you're given а 
train to shunt about goods to trade 
with other survivors. In an Alien- 
style scenario, the aforementioned 
gangs try to rob you, pillage your 
train and generally give you a bit of 
a headache. 

The idea is to kill all your ene- 
mies, make money by trading, and 
keep your train on the move by 


Bin the Arctic, everyone has a pet, it 
seems. Must be hell to feed. 


stoking the engine's boiler with 


coal. The original ST version 
scored a respectable 79%. 
Although this Falcon version 


improves the sound effects and 
graphics greatly, it doesn't improve 
the gameplay - and this is really 
where the improvement is neces- 
sary. Transarctica is a huge strat- 
egy game which takes months to 
complete, but moving trains about 
and killing people gets a bit dull 
after a while. 

STF RATING: 62% 
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UK Launch prices, £100 price added just before launch due to fall in sterling at the time. 
Offical prices upto and inc Nov 1993, Falcon was officiallly dropped after Christmas that year 
after being on the market less than a year, prices thereafter were retailer reductions whilst 
stocks lasted. 


1MB 

Mar 1993 - Nov 1993 - £599 
Nov 1993 - Oct 1994 - £499 
Oct 1994 - £399 


4MB 

Mar 1993 - Nov 1993 - £799 
Nov 1993 - Oct 1994 - £699 
Oct 1994 - £599 


4MB + 65MB HDD 
Mar 1993 - Sep 1993 - £999 
Sep 1993 - Nov 1993 - £899 


Nov 1993 (Discontinued) - £799 


4MB + 127MB HDD 
Sep 1993 - Oct 1994 - £999 
Oct 1994 - £799 


4MB + 209MB HDD 
Sep 1993 - Oct 1994 - £1099 
Oct 1994 - £899 


14MB + 209MB HDD 

Sep 1993 - Oct 1994 - £1499 
Oct 1994 - Feb 1995 - £1399 
Feb 1995 - £1299 


14MB (No HDD) 
Feb 1995 - £999 











Not including PD, Shareware, only boxed disk games. 


1MB Falcon Only - 4 


Ishar (Daze, £32.99, May 1993) 
Transarctica (Daze, £32.99, May 1993) 


Pinball Dreams (16/32 Systems, £24, Dec 1994) 


Evolution : Dino Dudes (16/32 Systems, £24, Nov 1995) - Requires Powerpad 


4MB / +HDD Falcon's Only - 28 


Ishar ІІ (Daze, £32.99, Oct 1993) - 2MB 


Multibriques (Parx, FR, Apr 1994) - 4MB 

Ishar 111 (Daze, £32.99, Oct 1994) - 4MB 

Zero-5 (Caspian £24.99, Nov 1994) - AMB 

Robinsons Requiem (Daze, £32.99, Nov 1994) - AMB 

Lets Play Shanghai (OXO Concept, FR, Nov 1994) - AMB 

Llamazap (16/32 Systems, £24, Dec 1994) - AMB - Requires Powerpad 


Golden Island (WBW Game-Line, FR, Jan 1995) - AMB 

Towers ІІ (Goodmans Int, £19.95, Apr 1995) - 2MB 

Ping 2000 (Merlin, £19.90, May 1995) - AMB * HDD 

Epi-Lepsie (Parx, FR, May 1995) - AMB 

oteel Talons (16/32 Systems, £24, Jul 1995) - AMB - Requires Powerpad 
Gravon (Suma, £35, Sep 1995) - 4MB + HDD 

Killing Impact (Merlin, £29.95, Nov 1995) - 4MB + HDD 

Moonspeeder (Merlin, £29.95, Nov 1995) - AMB * HDD 

Double Bobble 2000 (FOG, £10, Nov 1995) - AMB 


Platonix (16/32 Systems, £29.95, Jan 1996) - AMB + HDD 

Confusion (16/32 Systems, £24, Feb 1996) - 4MB + HDD 

Sheer Agony (16/32 Systems, £29.95, Feb 1996) - AMB + HDD 

Ultimate Arena (Steam, £20, May 1996) - AMB * HDD 

Road Riot 4WD (16/32 Systems, £24, Jul 1996) - AMB - Requires Powerpad 
Conquest Of Elysium (Interactive, £13, Aug 1996) - 4MB + HDD 

Aazohm Krypht (Logitron, FR, Nov 1996) - AMB * HDD 


Radical Race (Logitron, FR, Jan 1997) - AMB * HDD 
Operation Skuum (Logitron, FR, Feb 1997) - AMB 
Impulse (La Terre, FR, May 1997) - AMB 

Crown Of Creation 3D (La Terre, FR, Aug 1997) - AMB 
Running (La Terre, FR, Nov 1997) - AMB * HDD 








